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How to keep the computer revolution 
from becoming a revolt. 

Computers are creating a revolution in the way we work. But because they sometimes lose or confuse infor- 
mation, they also create frustrating problems. 

But not all computer errors are the computer's fault. Sometimes, it's a faulty flexible disk. Because of 
surface inconsistencies, some disks can lose their magnetic properties. And along with them, your information. 

The answer: Datalife® flexible disks. Certified 100% error free and backed by a 5 -year warranty, they 
perform flawlessly time after time. 

So now you can join in the computer revolution without losing data or your temper. Use Datalife by 
Verbatim? the world's leading producer of flexible disks. 

Call your nearest Verbatim dealer or master New Zealand distributors 

COMPUDATA MEDIA SYSTEMS LTD ^^CKLAND: box 3273, Ph: 4446085 Tlx: 60835 

-'»■--■-'» ^im.m^m^m.j:^ kj i kj a XjiTAU XJ X i^ WELLINGTON: Box 11-091, Ph: 851-548 Tlx: 3909 
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ARTICLES 

We would be happy to receive any kind 
of material about home or micro com- 
puters. Please contact us about rates for 
articles. 

We will receive programs in almost any 
form (though preferably computer 
printed or on cassette). We will return 
cassettes. 

If return of material is desired, then 
please say so and we shall do our 
utmost to return the copy in the cond- 
ition it was received. (Please at all times, 
include your name and address, and if 
possible, your phone number, on all 
submissions). 



SUBSCRIPTIONS: 

Have "COMPUTER INPUT" sent 
straight to you; the subscription rate is 
$13.00 a year. 



THE OPINIONS AND VIEWS EXPRESSED IN 

"COMPUTER INPUT" ARE NOT 
NECESSARILY THOSE OF THE PUBLISHER. 



ALL MATERIAL PUBLISHED IN 

■COMPUTER INPUT BECOMES 

THE PROPERTY OF THE PUBLISHERS 

AND THEREFORE COPYRIGHT^ 



COMPUTER 
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NEW ZEALAND'S HOME COMPUTING MAGAZINE 

"SEE YOU AT THE SHOW" 

That's our catch cry this month. On June 16th, the 
Microcomputer Club of NZ is having its annual Computer 
Show in Auckland at the Showgrounds. COMPUTER 
INPUT will be there as well as supplies of hardware, 
peripherals and software. As well as displaying our 
illustrious magazine, we will also be selling T-shirts, 
products from our mail order and best of all we will be 
running competitions with great prizes of new software for 
the computer of you choice, PLUS free subscriptions to 
lucky winners. 



We will also be launching our new magazine 

PROGRAM INPUT 
printed in the same quality format as this publication. 

We are having difficulty 
giving away the VZ200 in our competition on SPOT THE 
DELIBERATE ERROR. Perhaps we are being too tricky!! 
I'll give you a clue — It's not in the program listings, the 
Mail Order or, heaven forbid, the Editorial. If we have a 
winner in time for the show, we can have the winner 
brought to the show for a big presentation. 

SOFTWARE REVIEW 

This month's software review is on Commodore 64 
software. So many good new games are being marketed 
that we have made them a feature this time. Next month, 
BBC, SPectrum and the new Acorn Electron software. 

HARDWARE REVIEW 

We look at the new Sharp MZ721, a new entry into 64K 
RAM race, with built-in data cassette and optional printer, 
it will be interesting to see how it shapes up along side the 
more established brands. 

So, once again, read on, good luck with the competition 
and SEE YOU AT THE SHOW. I'll be the one wearing the 
COMPUTER INPUT T-shirt. (I hope it's not too cold!). 

ED. 



Publication of the name of any firm in Computer Input, whether in the body of the text or in any advertisement, is 
made in good faith and does not imply that the firm is accorded any special standing. Computer Input accepts no 
responsibility for any of the statements in advertisements appearing in this publication and the inclusion of any particular 
advertisement is no guarantee that goods or services advertised therein have official approval. It is also recommended 
that normal commercial precaution be taken before business is transacted. Readers of this publication who are interested 
in dealing with firms advertised should communicate with them direct. 
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At last - the portable, 
professional, 
colour computer! 




Commodore SX64 Executive, 

base price $2995 * 



Computer-power where you need it: Commodore SX 64 
travels easily between office and home in its role as 
professional computer for executive, small-business-owner, 
salesman, and professional person. 

Software available now: A large number of programs 
includes spreadsheets for budgeting, cashflow forecasting, 
statistics; database for keeping track of files — debtors' 
system, invoicing and sales analysis, creditors' system, 
general ledger, stock control; award-winning farming 
programs; games. 

•Less sales tax rebate for Government-approved industries. Printer optional extra. 
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Ccoommodore 

COMPUTER 

Connmodore Computer (NZ) Ltd. 
P.O. Box 33847 Takapuna, Auckland 9. 
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Overseas Input 

5 
This month, a bit of background 
information on Sinclair Research Ltd and 
software for the QL. 



Eric's Answers 

7 
More answers from Eric and a few 
technical tit-bits. 



Hardware Review 



Graphics ZX81 



19 
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The new Sharp 700 series is reviewed. 



Graphics on the ZX81 from Patricia 
Hopkins. 




Software Review 
Program of the Month 



20 



This month — 



SIAK liAl III 

III.- rinii-ucrks: I. -hi Dis 



tor the Commodore 64 



Software Review 

21 
Spectrum and 64 games as well as a 
review on 3D DEFENDER for the ZX81 
13 16K by David Gilbert. 
This month a secret message for the 
Colour Genie from Geoff Jenkins. 



Genie Input 





VIC20 Input 



15 



Mail order 



23 



Software Input 

More programs from our readers 
over 13 pages! 



29 



The first VIC20 input. Two interesting ^| , q 
articles from John Osborne and M. ^lUD Kage 



Vickers. 



43 

Spectravideo Users Group in- 
formation. 



SEGA Input 



16 BUY — SELL — SWAP 



43 




Rewards 



Competitions 



45 



46 



Cassette Routines, Auto Run, Text, 
Cursor Positioning and a table of useful Next Month 
ROM/RAM addresses. 



48 
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At only 

$399* the Sinclair 
Spectrum is an 
exciting proposition in 
anybody's language! 



The Sinclair price advantage is just ttie beginning! As 
a Sinclair owner, you enter the world's biggest home 
computer community — Sinclair owners have access 
to the largest range of pre-recorded programs, games 
and books and if you write your own programs you 
win again because Sinclair BASIC is the world's most 
widely used computer language! 
The success of Sinclair computers world wide is 
undisputed, yet the 48K Spectrum — the most 
powerful computer in it's class on earth — costs 
under $600! 

16K Model was $499 

Now $399 including 

K5 program recorder (worth $149) 

48K Model was $699 

Now $599 including 
K5 program recorder 



Imported and distributed by 



DAVID REID 

ELECTRONICS 



m 



ZX ACCESSORIES AND SOFTWARE 

ZX MICRODRIVE SAVE $100 

ZX Microdrives deliver fast access 
to massive amounts of data via 
microdrive cartridges (85K per 
cart.) Suddenly, you've got all the 
advantages of floppy disk storage 
at just a fraction of the cost — 
and it's fast — a 48K program 
can be loaded in 9 seconds flat! 

Was $395 NOW ONLY $295 

ZX INTERFACE 1 SAVE $120 

— Allows programs or data to be 
sent or received from Microdrive. 
Controls up to 8 microdrives! 

ncorporates RS 232 Interface that 
gives your Spectrum the power to 
drive full size printers. SPECIAL 
NETWORKING FACILITY linl<s up 
64 Spectrums . . . perfect for 
schools, games etc! NOW 

Was $395 $275 

NEW INTERFACE 2 

— enables you to use the new ZX 
ROM cartridges (plug in programs 
that load instantly) and 2 
joysticks! 

So, get your ROMS ready, plug in 
your joysticks and watch the fun 
REALLY start! 

ONLY $99.95! 

NEW ZX ROM CARTRIDGES! 

No waiting. No delay. You just 
plug in and play! Experience the 
excitement of TRANZ AM . . . pit 
your skills against Deadly Black 
Turbos in your Super Red Racer 
or blast your way around the 
galaxy in JET PAC! 

■TOP TEN' Titles include HUNGRY 
HORACE. SPACE RAIDERS. 
BACKGAMMON. CHESS and 
PLANfTOIDS — $79.95 each 

N( )Hl<li IM IM 
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OVERSEAS INPUT 



Tom Cherrie 



QL SOFTWARE SUITE ANNOUNCED 



Each Sinclair QL is supplied complete with a powerful immediately useful and integrated software system with applications 
programs and full supporting documentation. 

Equally valuable in the home or office the suite contains QL Abacus for spreadsheet analysis, Archive for database 
management, Easel for graphics and Quill for wordprocessing. 

Written by, and licensed from, Psion the fully-interactive packages are based on the concepts of 'Inform and Decide', 'Do 
and See' and 'What You See is What You Get' (WYSIWYG). 

Psion's managing director, David Potter, said that "the fundamental quality of the software - which has taken 18 months 
to develop - is its useability. Each program is more powerful and functional than the existing products for desk-top computers 
costing up to £5000. 

Yet it is designed to be used with no prior training or computer knowledge. The software understands the user rather 
than the user having to understand the software. 

All four programs incorporate state-of-the-art developments in each subject area, share a common style and have been 
designed, above all, for ease-of-use. With direct entry available to the most regularly required features every owner can be 
operational at a basic but useful level within a few moments. 

Thereafter as his experience grows he can move through each program's pyramidal structure progressively taking control 
of more sophisticated functions. 

Eliminating the delays of batch-processing, most results are displayed immediately, in real-time, and in the same format 
as they will be printed. 

Throughout operation full information is displayed on current status and command availability. HELP is always available 
- even during input - and, after consultation, will return the user to exactly the same place in the original work. 

As an invaluable aid to say, report writing or planning development, data can be transferred from program to program 
within the suite using IMPORT and EXPORT commands, and modified at the destination point before return. 

An important and innovative new service to users is the Sinclair QL Users Bureau (QLUB) which will automatically supply 
software updates free to members. In addition Psion will provide written response to technical queries on software. QLUB 
will also mail six free newsletters each year containing technical tips, applications suggestions and latest news on Sinclair 
QL hardware, software and peripherals. Membership is £35 per year. 

SINCLAIR RESEARCH LIMITED - BACKGROUND INFORMATION 

Sinclair Research was founded by its chairman, Sir Clive Sinclair in July 1979, to conceive, develop and market new 
consumer electronics products. 

In four years the company has established itself as a world-leader in the personal computer market with total sales in excess 
of 2,300,000 units and monthly production of over 100,000 units. Recently it entered a second major market area by launching 
its flat-screen pocket TV. 

Sinclair Research is 85% owned by Sir Clive and a further 10% is held by a group of institutional investors who in February 
1983 subscribed £13.6 million gross by private placement - capitalising the company at £135.9 million. 

Company turnover doubled to £54.53 (£27. 17) million in the year to March 1983 while profits before taxation and exceptional 
item were £14.03 (£8.55) million. 

Sinclair Research concentrates itself on R & D and marketing and subcontrcts all production. Current Sinclair Research 
projects include a new range of personal computers, computer peripherals, flat-screen TV developments and consumer 
applications of solid state technology. 

Based in Cambridge, Sinclair Research has branch offices in London and Boston USA, and additional research laboratories 
in Winchester and St Ives, Cambs. 




COMPUTER INPUT 

New Zealand's complete Home 

Computing magazine. 

Tell your friends! 



Write to us about anything! 
That's what we're here for! 
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Wh?tcoulls 21 Computer Centres 
throughout N^Z. 



SYSTEM 



\ 




The BBC Microcomputer can genuinely claim 
to satisfy the needs of novice and expert 
alike. It is a fast, powerful system generating 
high resolution colour graphics and which Can 
synthesise music and speech. The keyboard 
uses a conventional layout and electric type- 
writer "feel." 

You can connect directly to cassette recorder, 
domestic television, video monitor, disc drives, 
printers (dot matrix and daisy wheel) and 
paddles. 

Optional extras include: 
• 18' Colour Monitor vDisc Drive Unit •Sanyo Tape -Recorder •Connector Leads 
•Monochrome Screen MORE THAN 200 SOFTWARE PACKAGES AVAILABLE 

BBC MODEL B COMPUTER - $1699 




The New Home Computer. 



acorn 
electron 



32 K RAM 32 K ROM $795 



KEY FEATURES:— 

* 7 Display mode. 

* BBC Basic and assembler and single entry Keywords 

* High resolution graphics. 

* Masses ot Software. 

* Works on T.V. Set. 

* Own cassette tape required. 



FOR INFORMATION CONTACT 
OUR COMPUTER CENTRES 

AUCKLAND:- 

CITY: 1M QuMn St. Phom 77S-329 

NORTH SHORE: 14* Sunnybraa Rd. Phona 4(»-12S 

NEWMARKET (Sinclair Only) 312 Broadway Phona 643-121 

TAURANGA: 17 Gray St Phona (77-31 

ROTORUA: Tutanakal St Phona S3<aM 

GISBORNE: 1(3 Oladatona Rd. Phona (7-3M 

NEW PLYMOUTH: 1(3 Davon St Eaat Phona tS-tU 

TAUPO: Hofomatanga St Phona (•<((• 

NAPIER: 27 Dlckana St Phona E»<(41 

HASTINGS: 113E Harataunga St Phona (4-3(4 

WANOANUI: 14( Victoria Ava Phona 54-1(3 



e, 



Whitcoulls 



PALMERSTON NORTH: Broadway Mall 


Phona (6-033 


WELLINGTON: 312 Umbton Quay 


Phona 721-321 


NELSON: 1(( Trafalgar St 


Phona (4-41( 


BLENHEIM: Markat Placa 


Phona (S-IM 


CHRISTCHURCH:- 




CITY MALL 




(1 PETERBOROUGH ST. 


Phona 7(6-700 


ASHBURTON: 1(( Eaat St 


Phona 5(71 


T1MARU: 1(2 Stafford St 


Phona ((-1(6 


DUNEDIN:1((PrlncaaSt 


Phona 774-120 


INVERCARGILL((OaaSt 


Phona ((-0(3 



.w 
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Eric's Ansujers=^= 

Dear Eric, ?????????????????????????????????????? for an issue 3 Spectrum which, due to 

Could you please give me some in- ?????????????????????????????????????? Rom/Uia upgrades by Sinclair is slightly 

formation concerning printers for my ?????????????????????????????????????? different in some aspects. The most 

VIC20. I would like one in the future for ?????????????????????????, but perhaps apparent difference is that the "In" 

school work, word processing, letters, once again an astute reader could help. command is different on the issues 1 and 

graphical art, recording events and data, ED. 2 to the issue 3. If you can't get the 

etc. I don't know much about printers, so program to opperate correctly, here is a 

some advice on a relatively cheap one to conversion list for In results: 

suit my needs would be appreciated. Also Dear Eric, ISSUES ISSUES 1&2 

could you give me some advice on word In order to speed up programs written 191 255 

processor- type software available for the jn Basic on the SEGA, is it possible to 190 254 

V1C20? _ disable the keyboard scan and TIME$ 189 253 

Daniel Travers update interrupts, thereby reducing pro- and so on. 

WAIHI BEACH graming time? Is there any way of saving So this is a mistake that makes the 
data on cassette other than loading it as program un-runable on the earlier issue 

Daniel, data statements in a program, i.e. is it Spectrums. 

1 Small Dot Matric printers are avail- possible to maintain updateable data D. Mackenzie 
able for the VIC20 from about $750 fUes? I am, of course, again referring to REMUER 

Z'l^'\f°rj.^,T^ Tf ' '"*T; ^^^'^ programing rather than machine ^D. Not quite a Reward, but worth a 

faces, unfortunately, which would coded routines. mention' 

make them dear. Perhaps someone gtuart McLachlan 

could tell us how to interface a ZX NAPIFR 

printer???? and judging by your iM/Arltrv 

nougts and crosses program in our Stuart, . 

February issue, I can see why you Sega Basic is slow and I would tend to 5"^ ,'',"'' , ,, ,,^, „ 

need one. Also with reference to the try Machine Code as an easier way of ^ ^ould you please tell me if he Dragon 

C-64 typewriter program on Page 30 speeding things up. I have put your 32 microcomputer will be available in NZ 

of our March issue, this program by question to Brian and he will give you a ^"^^ '^ ^°' ^)°^ "^"^^^ Tu!\ ^°l ' 

John Algar could simply be con- more appropriate answer next issue. where .would it be available from? 

verted to the VIC by changing the ED. ' t^'"!^ ^^"^ P''^3°" '^ an excellent micro 

pokes (which only control the colour f^i^ ' ^"^ '°°'^'"9 ^°'^^''^ '° '*^ ^'"""^^ '" 

of the border and screen) and check- ^, . >o i i << 

ing the TAB and SPC commands Dear Eric, Chns Caldweli 

with those of the VIC-20. Having recently purchased a SEGA WANGANUI 

2 We are creating a NE'W column on SC-3000 home computer, I re-read your „, . 

Basic which will help readers less review in the November '83 edition of this "^' , ,, . , . . ., , , 

. / J D • fi,^„,^,^,,;„„ At^ •„*• tu ■ Software tor this machine is aval abe 

informed on Basic proqraminq. tine magazine. At one point in the review, , ai • c i^ ji j . j 

o ,1,1 ^ 1 . J I .11 . 7 J. ;+ :„ ...^U4. tu J. tu 4.- I- from A pine Software, and 1 understand 

3 What a good idea. I will have to put it is written that the operating manual is ,, ^*u t^ oo -i ui r i u 
iu J i.- r "^^tv^rv^^i,, ^^™„,„u„!,^- " u * that the Dragon 32 is availabe from John 
the pressure on our advertisers for an extremely comprehensive, whereas, to „.,, , r-i ■ • a ii j 

J ^ ^, . ., , , 1 i . „„ 1 ■„ 14.- i iu Gilberts tLlecrronics in Auckland. 

update on their available products, in me, being a relative newcomer to the Pj.^ 

this country and of course the computer world. Hound a lot of omissions. 

current prices. Words like "erase," "not" and "XOR" 

ERIC were not explained enough for my liking t^ p . 

and the word "sound" has left me totally a j ' tu * i 4.4. 1 

r t . t J u II 1 1. 4. -^ A word or three to our letters column, 

contused since I don t really know what it ,, r woi 

, 11., 4. 1. ■ J nave any ot you ZXol users come 

near Prir- Can do and now to get certain sounds. -j. j- c ■ ^ ^ ■ lu- 

Liear tnc, = ctt^a- across circuit diagrams for interfacing this 

Do you know of any company or I would also like to know if the SEGA is great machine? 

agency which sells or is going to stock the backed with software books as well as all , ^^ diagrams tor I/O ports, 

"Mattel" Aquarius computer? other home computers are, and if so, rs232 or Centronics interface program- 

n't. .1/4 I P1j-« where 1 can get these books from. i, . ,. , , »,, ,. J 

Uavia J. tke r-, ^u cc^-a . ^ 1-70^ able joysticks, etc. ah replies to: 

r^AD^ A\7II I P Does trie ShGA work of normal ZaU D 13 R 

UAKUAVlLLt, machine code, or does it need a special cijdi'totXv^ 

David, set of instructions. ASHBURTON 

It is my understanding that the Mattel I'm not doubting the computer itself, I Ta very much Ed. Give yourself a big 

Aquarius is to be handled by Fountain have found it to be very good, but parts of pat on the back from me, for a great mag. 

Marketing Ltd. As far back as December the- manual and the lack of back-up (Say HI to the rest of the crew.) 

last year, I had discussions with regards to material leaves a lot to be desired. Pete Boyce 

reviewing the Aquarius in our illustrious Coul you please fill me in on these 

mag. details? Pete, 

ED. Rodney Eraser ^^^s far as I can tell inteijacers for the 
\]17AIMI IIOM ATA ZX81 to do the tasks that you require 
WAllNUlUlVlAl A would cost more than twice the original 
Dear Eric, Rodney, cost of the ZX81 with 16K RAM. Every- 
Since some of my programs seem to All will be revealed in our Sega column ^^ing seems geared towards the Spec- 
develop to monumental proportions, I by Brian as manual converted from '"^"^"^ ^'*-h Interface 1 and 2 plus 
would like to know if there is any simple Japanese' to English don't always make microdrives, etc., but, perhaps, a reader 
method of checking how much memory sense. Also, very shortly we will be pub- ^ould prove me wrong and help you out. 
has been used or how much memory is Hshing a Programers Guide to the Sega. ^^^P ^^ose letters coming folks, 
left? So keep reading COMPUTER INPUT. ^^• 

Mrs P. A. Hopkins ED. ^ 

PAEKAKARIKI .^^ i 

Mrs Hopkins, Dear Eric, nD^wO' 

THANK YOU. The only way I know of I have found a mistake in the Spectrum 

checking remaining memory is to ??? 48K Space Chase program. It is written 
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COMPUTER 

GAMES 
FOR HIRE 

Games available for weekly hire for the 
following computers. 

• ATARI 400/800 • 

* APPLE * 

• TRS 80 /SYSTEM 80 • 

• VIC 20* 

• BBC • 

• C-64 * 

Send for catalogue and membership details to: 

COMPUTER GAME 

RENTALS 

P.O. BOX 30947 

Lower Hutt 

Name 

Address 



Type of 
Computer_ 



Software for 

THE COMMODORE 64: 




DEBTORS C64— $299 

500 Customers - 3000 transactions 
per month - Customer lists - Aged 
trial balances ■ standard statement 
forms - monthly and annual aging - 
all on single disk - single program. 



CASH BOOK C64— $180 

150 payment codes - 50 deposit 
codes split cheque entry ■ Full 
analysis by code ■ Bank 
reconciliation showing uncashed 
cheques - Audit control of input - 
M.T.D. and Y.T.D, balances. 



/^ TIME & COST C64— $299'\ 

320 Jobs - 47 Employees or Cost 
Stations ■ Full records by job and 
analysis by employee - 91 
transactions per job Analysis by 
date - Analysis by cost station - Job 
selective printing. 



PAYROLL C64— $299 

118 Employees - mixed pay periods 
- 50 extra and deduction codes - full 
tax calculations - prints pay slips - 
dep analysis - IR12 printing - 
banking and cash breakdown - 
__ single disk.^ 



^ 



EN LEDGER G64-$160 

250 definable codes - Compiles trial 
balance - Entries referenced to 
page or journal number - Entries 
grouped by code ■ Month code 
balances - Year to date balances - 
Very quick. ^ 



—SPECIAL FEATURES— 

All programs compiled - Single disk 
holds both program and data files - 
Several printer types supported inc. 
user port to Centronics - Written in 
N.Z. - Fully supported - guaranteed. 



Contact your nearest COMMODORE 64 Dealer or 

James Electronics Ltd 
(Thames Computer Services) 

P.O. BOX 527 THAMES 
PHONE{0843)86-893 



OUR PRICES! 

PLUS BACKUP SERVICE AND GUARANTEE 



COMMODORE C64 $835 
SPECTRUM 48Ks $495 

•^ ' (POST FREE) 

KEMPSTON JOYSTICK & INTERFACE $95 
DK'TRONICS KEYBOARD $185 - LIGHT PEN $95 



MICRODRIVE/INTERFACE 1 $495 

($247.50 EACH) 



DATA CASSETTE $ 95 

1541 DISK DRIVE $835 

1526 PRINTER $965 



COMMODORE SX64 

$2750 - SAVE! 

Plus $575 FREE SOFTWARE INCL! 



• MAIL ORDER ONLY (retail by appointment) 

• OVERNIGHT DELIVERY N.Z. WIDE (NOT 14-28 DAYS) 

• SPECTRUM & COMMODORE PARTS b SERVICE 

• ALL CREDIT CARDS ACCEPTED (Except Sale Items) 

• SEND CHEQUE, M.O., ETC. PLUS $10.00 P&P 

• PHONE OR WRITE NOW - Mon to Sat 9 am to 6 pm 



monuKQU ™po*!joS" 



COAIPUTERS 



MANUKAU CITY 
(26 Smedley St) 





HOTTEST SELLING HOME COMPUTER IN UK ,„^ 

AND EUROPE -OVER 30,000 PER MONTH- \ 

AND RECENTLY NAMED 'HOME COMPUTER N 
OF THE YEAR' IN FRANCE! 



NOW AVAILABLE 
TO NEW ZEALAND 



Only through these dealers 



ASHBURNETT TV. & 
STEREO LTD. 
161 B 
ASHBURTON 

DAVID BRICE ELECTRONICS 
87 KImbotson Rd 
FIELDING 

JOHNSON ELECTRONICS 
52 Essex St 
BALCLUTHA 

ABC ELECTRONICS 
332-6 Great south Rd 
PAPATOETOE 

HILL 8. STEWART 
3078 Ct south Rd 
NEW LYNN 

BROWNS BAY SOUND CENTRE 
BROWNS BAY 



STAN BREHAUT LTD 
185-189 Stafford St 
TIMARU 

GIBSON & BRETT 
APPLIANCES LTD 
90 Palmerston St 
WESTPORT 

SHORELINE ELECTRONICS 
Porter Drive 
HAVELOCK NORTH 

WEST CITY COMPUTING 
NEW LYNN 

VIEWRIGHT TV LTD 
Town centre 
HIBISCUS COAST 

WIZ ELECTRONICS 
HELENSVILLE 

DOLLAR SAVE 
COMPUTA CENTRE 
B3 Govt Ufa centre 
ward St 
HAMILTON 



WG.O CUDDEN LTD 
BLENHEIM 

HEATH RADIO TV LTD 
50 King St 
PUKEKOHE 

TOWNLEY ELECTRICAL 
SERVICES LTD 
58 union St 
MILTON 

BOB BROWNS HI Fl 
73 Victoria St 
CHRISTCHURCH 

SELCOM ELECTRONICS 
2A Basin View Drive 
PANMURE 

WEST CITY 
COMPUTER CENTRE 
Shop 14 357 Gt. North Rd 
HENDERSON 
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hardware 



review 




MZ721 HOME COMPUTER 



by Martin and Faye Hall 



The ShaqD MZ-700 series is one of the 
newest series of personal computers to 
reach the home computer market. The 
series consists of three models, each 
model uses the Z-80A (3.5 MHz) micro- 
processor and has a 64K byte RAM. The 
MZ-711 is the cheapest of the 3 models 
and can be considered the basic com- 
puter unit. It can be connected to your 
own data cassette recorder and television 
set or colour monitor. 

The next model in the series, the 
MZ-721 (review model) has the added 
feature of a built-in cassette data recorder. 

The third model, MZ-731, has both a 
built-in cassette data recorder and plotter 
printer (colour). The additional data 
recorder and plotter printer fit into the 
basic computer unit with a minimum of 
fuss making for a very tidy system. The 
series has been designed in a modular 
fashion so that later enhancement of the 
basic computing unit with peripherals is 
very simple. The Owners' Manual which 
accompanies the computer shows very 
clearly how the additional modules may 
be added. 

Overall, to look at, the complete 
system is very neat, tidy and compact. 
One unit houses the computer, the data 
recorder and the plotter printer. There is 
no messy jungle of cables and cords. The 
system comes with two leads, the power 
lead which plugs into a standard 230V 
socket, and an RF lead to the television 
set. (Additional leads are required if you 
are using your own cassette data re- 
corder.) A disappointing feature was that 
the RF lead supplied was only one metre 
long. After the computer was connected, 
to the television, we were sitting only half 
a metre from the screen and we found this 
distance impractical if we were playing 
games, and also very hard on our eyes if 
we looked at the screen too long. We 
would suggest that a longer RF lead be 
obtained. 



'Clean' Computer 

The Sharp MZ-700 series are "clean 
computers", to quote the Owners' 
Manual. This means that when the power 
is first turned on, the computer's memory 
is completely blank. At this point, no 



commands should be entered into the 
computer as none will be understood, 
and no programs should be loaded into 
the computer as you will be unable to run 
them. (NOTE: Only Machine Code pro- 
grams can be loaded into the computer 
whilst the computer is "clean" as these do 
not require a language interpreter.) 

To make the computer operational, a 
language must be loaded. A basic 
language cassette tape is included with 
the purchase of the computer. The con- 
tents of this tape must be loaded into the 
computer each time the power for the 
computer is switched on or the RESET 
button at the rear of the computer is 
pressed. The BASIC interpreter takes SYz 
minutes to load from tape and uses a 
sizeable portion of the 64K bytes of total 
memory available. After loading the 
maximum available storage space for the 
user is reduced to 36K bytes. This opera- 
tion may seem tiresome, but has been 
included so that languages other than 
BASIC can be easily loaded into the 
computer. We suggest that you look after 
your BASIC language tape well, as con- 
tinually replacing it could get expensive. 



Owners' Manual 

The Owners' manual provided with 
the system is very good and carefully 
explains all the concepts of computing for 
a beginner. It has a handy index of BASIC 
commands so that more experienced 
users of the BASIC language can quickly 
get a reference for command syntax. The 
manual does lack a comprehensive 
index, though. It was noted that the 
manual only deals with BASIC com- 
mands, we were not too sure about what 
information would be available if another 
language was to be used. The Basic Error 
Message List was a little hard to find in the 
manual, but it did provide adequate 
explanations to help you debug a pro- 
gram if you happen to get an error when 
running it. The error detecting pro- 
cedures within the computer were found 
to be quite sophisticated. A chapter in 
the Owners' Manual has been dedicated 
to the hardware of the MZ-700 series. 
This chapter features diagrams of 
memory configurations and maps, and 



also all the circuit diagrams associated 
with each part of the computer. 



Keyboard 

The keyboard is set out in the standard 
QWERTY format, with each key having 
four funcHons. The computer can be 
operated in two modes, alphanumeric 
mode and graphic mode. In each mode, 
the SHIFT key is used to obtain the 
second function of a key. The GRAPH 
key is used to put the computer in 
graphics mode. So that the user can see 
which mode the computer is in, the cursor 
shows up differently in each mode. 

To the right of the alphanumeric keys 
are a group of four keys which control 
cursor movement. These keys do not 
need to be pushed at the same time as 
another key (this is often the case in other 
computers) and perform the same 
function no matter what mode the 
computer is in. 

The INSERT and DELETE keys have 
also been separated from the main key- 
pad to make editing of programs easier. 
When the SHIFT is pressed in con- 
junctton with the above two keys the 
CLEAR screen and HOME functions are 
obtained (HOME sets the cursor to the 
top left hand position of the screen.) 

Above the main keypad are the five 
user definable keys. These keys can be set 
by the user to register 10 frequently-used 
commands. The 10 commands are 
accessible by pressing the function key or 
the SHIFT and functton key together. 
Sets of sticky labels are supplied with the 
computer so that you can label the 
function keys with your commands. The 
function keys are initially set when the 
BASIC interpreter is loaded to be: RUN, 
LIST, AUTO, RENUM, COLOR, CHR$, 
DEF KEY, CONT, SAVE, LOAD. The 
DEF KEY statement is used to change the 
function on the key. 

The 'CTRL' control key is used with 
other character keys to obtain special 
functions such as carriage return, set 
upper case, set lower case, insert, etc. 

The 'BREAK' key when pressed during 
the running of a program will stop the 
program running but when it is released 
will allow the program to continue run- 
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This Year . . . 

don't buy your children a 

gift, buy them a future! 

Your children are the most precious investment you can ever make. So it makes 
sense to give them the best possible start in life. 

And in 1984 that means making sure they know how to handle a computer. 
Because only the computer literate will make it in the decades to come. 

The new Sharp MZ721 Home Computer is the ideal Family Computer for you. Go 
along and see it, you'll be convinced, we are. 




• Large 64K 
Bytes of Ram 

• Full Size 
Keyboard 

• Plugs into 
your TV 

• Expandable 

• 4 Colour 
Printer/ 
Plotter 
(Optional) 



MZ721 HOME COMPUTER 




• Includes 
Built in 
Cassette 
Recorder 

• Large 
Software 
Selection 
Available 

• Program 
in Basic/ 
Pascal or 
machine 
Languages 



Available from Authorised Sharp Stockists throughout NZ 
Nz Distributers Excclsior Supply Co Ltd 



0ff^ Auckland 
660-618 



ira* Wellington 

•^ 896-129 



^^ Christchurch 
890-687 



CREATED FOR PERSONAL GROWTH 
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ning. When the SHIFT and BREAK are 
pressed together the program running is 
interrupted and will no longer run when 
the keys are released. 

When the spacebar is pressed, a space 
is entered regardless of the computer 
mode. The spacebar can also be used to 
pause a program that is being listed. The 
program listing will not scroll until the 
spacebar is released. 

Editing Features 

The editing features available on this 
computer are very comprehensive. Many 
of the aids used in editing have already 
been mentioned in the keyboard dis- 
cussion. A few of the special editing 
features included are: automatic line 
numbering (AUTO command), deleting 
of specific lines or a group of lines in a 
program (DELETE command), renumber- 
ing the whole program (RENUM com- 
mand), and a command to merge two 
files, i.e. a program which is read from 
cassette into memory is added onto the 
end of a program already in memory 
(MERGE command). Another special 
feature of the NZ-700 series is that all of 
the commands, instructions and state- 
ments (eg Print, if — then. Music) can be 
abbreviated to at the most two letters and 
a full stop. This saves a bit of time when a 
long program has to be entered into the 
computer. 



Sound 

The Sharp MZ-700 has its own built-in 
sound generator with an external volume 
control. The system has a 3 octave note 
range and this includes all the sharps and 
flats inbetween. There are 9 different 
note durations available and the tempo of 
your composition can be held using the 
TEMPO statement. Programing music is 
very simple — all you have to do is put the 
notes and their duration that you wish to 
hear into a string and then play them 
using the MUSIC statement. 

Graphics 

Graphic techniques available on the 
MZ-700 are very good and give the user a 
lot of freedom to design, display and plot 
the images created. Two very useful state- 
ments available in graphics mode are the 
LINE statements, which when executed 
draws lines between specified screen co- 
ordinated and the CIRCLE command, 
which draws a circle of specified radius at 
a specified position on the screen. 

There are eight different colours avail- 
able for both background and fore- 
ground colours. They are; Black, Blue, 
Red, Purple, Green, Light Blue, Yellow, 
and White. The COLOR statement is 
used to change the colour. A very useful 
parameter in this statement is the ability 
to change to colour of a specific point on 



the screen whilst maintaining the screen 
colour around it. In the graphics mode, 
the display is 80 by 50 pixels whilst in the 
text (alpha) mode it is 40 characters by 25 
lines. 



Software Availability 

At present there are some 40 software 
packages available for the MZ-700 series. 
The range is from games and educational 
software to aids for the small business, 
which include order tracking programs, 
and budgeting programs. 



Summary 

The Sharp MZ-700 series of com- 
puters are very compact, yet extremely 
versatile. They have been designed to 
cater for a wide range of applications. 
Their overall design has been made with 
the user in mind, making learning easy for 
the beginner, whilst not boring the more 
experienced user. The special editing and 
graphical features make this system very 
comprehensive and good competition for 
more expensive computers. Priced at 
$995 for the basic computer unit with the 
built-in data recorder (MZ-721) this com- 
puter is well worth a look. With future 
enhancements of twin disc drives and 
joysticks, this computer system can only 
be more appealing. 



SIH/VF7P> 
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MZ-731 
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Specifications MZ-700 

Series 



CPU 
ROM 

RAM 
Keys 

Display 



Interface 
Speaker (Built-in) 
Clock function 
Power source 
Power consumption 
Temperature 

Humidity 
Dimensions 



Weight 



Z-80A ^^^ , ^ 

Monitor 4K-byte 

Character generator: 2^^ 

Program: 4K-bvte 

V-RAM: ^^ ^^^^ 

ASCII keyboard 
Cursor control key 
Definable function key 

'^cL^tLtion: 40 characters X 25 Hnes 

^-%;^^^^'^ .onuo. TV is used 
iXK -Sto. fo?the use of home colour TV 

• RGB terminal 

• Composite terminal 

Built-in printer interface a^d cassette 
Maximum output power: 500 mW 

Built in rnianUy 

AC- local voltage, 50/60 Hz 



MZ-731 

MZ-721 

MZ-711 

MZ-731 

MZ-721 

MZ-711 



umidity: oo/o ui i^c^ ^ ",', 
4To(W) X 305(D) X 102(H^mm 
440 W X 305 (D) x 86 (H mm 
440(W) X 305 (D) x 86 (H)mm 

4.6kg 

4.0kg 

3.6kg 



Data Recorder (M|;JT01)dio cassette tape 

Tape -^200 bit/sec. 

Data transfer 
(Sharp PW M system) 

Colour Plotter Prin^e[ SK^teen 

Colour gQ 40 or 26 per Ime 

Printing digits 




iNPyj 



SECRET 

MESSAGE FOR 

COLOUR GENIE 

BY GEOFF JENKINS, WAIHI 

One command that intrigued me on 
the Colour Genie was the VARPTR. 
After playing around with it for an hour 
or two 1 came up with this little program 
that allows a simple program to be in- 
cluded at the end of a BASIC program 
which you cannot DELETE, EDIT or , 
LIST without some difficulty. 

The secret of the program, is to use 
illegal line numbers. The AUTO line 
numbering allows lines up to and in- 
cluding line 65527 to be used. Lines 
65528 and 65529 can be used manual- 
ly, but use of 65530 to 65535 the 
theoretical limit, results in an SN error. 
These are illegal line numbers. 
Although not obvious to the average 
computerist, BASIC does not care 
about line numbering unless a line 
number is specified in a direct (LIST, 
RUN, EDIT, etc.) or a program 
(GOTO, GOSUB, etc.) command. It 
will plod through each line in turn until 
it is told otherwise. A simple program 
with no branches can have all line 
numbers the same (Note 1) or even in 
reverse order (Note 2) . BASIC will not 
branch to an illegal line number, nor will 
it find a line number "hidden" by a 
higher line number used before it. 
When it gets to a line number greater 
than the line required, it aborts its 
search 

So where does VARPTR come in? 
By placing a DATA line just below the 
block of program to be moved and us- 
ing a READ statement, VARPTR 
(names) returns the address of three ' 
bytes of information concerning names. 
The first byte contains the length of 
string and the second and third bytes 
contain the starting address the string is 
stored at in the memory - in Lo Hi 
order. This is a very convenient and 
quick way to find this address which is 
actually the memory location of the 
DATA string in the program. It is right 
to assume that the program block is 
located between this address and top- 
of-memory. (32768 in 32K Genie). 

Lines are stored in the following for- 
mat by BASIC. Line number Lo byte, 
line number Hi byte, two byte link ad- 
dress, program line in ASCII and 
BASIC tokens, 00 byte. By using line 
numbers above 65280, the line number 
Hi byte will be 255 and since the link 
addresses only go to 32K, the only 
other way for a 255 to be in the 
memory is to use the last graphics 
character on page 122 of the manual 
- one to avoid. Between the program 
block and top-of-mcmory in an area of 
unused RAM of unknown random con- 
tent so to avoid running into this area 
I have chosen to count off the lines as 
they are altered. (There are other 
ways) . 




All that is left to do is find these Hi 
bytes and POKE a new Lo byte of 251 
to 255 at the address below them. This 
byte can be the same for every line as 
explained earlier but no calls can be 
made to this illegal line number from 
within or outside the secret program. 

To call it from legal line numbers use 
a GOTO or GOSUB to a dummy line 
with a legal number at say 65500. Use 
a REM line. 

The secret program can contain IN- 
PUT statements and can branch to any 
legal line number in the regular BASIC 
program it is used with. It could con- 
tain DATA statements for garnes like 



Hangman, a copyright message or the 
decoding program for other DATA us- 
ed by a program. Use your 
immagination! 

Finally, the quick person may have 
noticed that line 65530 (Lo byte 250) 
has been excluded in this discussion. 
This line is illegal but can be listed. It 
can't be DELETED directly but if it 
casuses an SN error when BASIC runs 
into it, the resulting EDIT mode can be 
used to alter or delete it. If it is a nor- 
mal BASIC line or has a REM or END 
statment at the start it will be "safe" alone 
with any other lines of the same line 
number that follow. 



Listing 1 - An example of the use 
of line 65530. 



65530 END- 
65538 ' 
65530 > 
65530 ■■ 
65530 ' 



*^ ilj ^ ^ 1^ ^u ^ ^ 

^ ^ ^ ^ ^ 'I* ^ *r 

* -PROGRAM BY- # 

# I3E0FF .JENKINS * 
t WfllHI JflN 84 * 



Notice the use of a colon to set 
BASIC to insert leading spaces in the 
lines. 

Listing 2 

1000 INPUT "NUMBER OF LINES TO MOVE ";N 

1010 READ fl*' V«VflRPTR<fl») 

1 020 8-PEEK< V+ 1 )+256*< PEEK< V+2 > > 

1030 FOR fi-S TO 32768 

1040 IF PEEK<R>«255 THEN POKER- L 252 >N«N-1 

1050 IF N>0 THEN NEXT ELSE END 

64000 DflTR fit 

65285 CLS 

65290 FOR fl«»l TO 10 

65295 PRINTfi325. "THIS IS fi SECRET MESSAGE" 

65300 FOR T-1 TO 200 ' NEXT 

65305 CLS 

65310 FOR T-1 TO 200 = NEXT 

65315 NEXT ' GOTO 100 

Listing 3 

10 GOTO 65500 

100 PRINT "HOW WAS THAT I" 

110 END 

65500 REM 
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To use the program in Listing 2 

1 Enter secret program above line 
65280 

2 Test the program before moving it 

3 Enter a DATA line at 65280 or lower 

4 Enter the "move" program 
somewhere convenient 



Colour Genie Scrapbook 



5 RUN the "move" program 

6 DELETE 1000-64000 

7 Enter Listing 3 and RUN it. 

Note 1: In line 1040, POKEA-1, 
Note 2: In line 1040, POKE A-1, N 
Finally, further Genie Input 
New owners of Colour Genie's are 



probably having trouble finding their 
way round the EG2000 BASIC 
Manual. I have prepared a contents and 
index page which fits inside the back 
cover and will supply these in return for 
your name and address and $1. Geoff 
Jenkins, 10 Smith Street, Waihi. 



Here are a few miscellaneous tips on 
the Colour Genie. 

1 Holding down the shift key or having 
shift lock on, and pressing @, will stop 
a program listing or stop a program 
running. This is useful when you want 
to freeze a program to see what is 
happening. Pressing any other key will 
start it going again. 

2 Holding down the repeat key while a 
program is running or while doing a 
listing will slow down the process. 

3 If you are using the line editor to 
change a program line, you can put 
backspace characters into a line by 



pressing C then left arrow. This is 
either wonderful because you can put 
them into a comment on the end of a 
line to hide what was there before, or a 
curse, because you do it accidentally 
and the line looks OK, but you get a 
syntax error and you can't tell what is 
wrong. Also try pressing C then the 
function keys for some characters that 
you might not have seen before. 
Try redefining programable graphics 
characters while you are displaying 
the character on the screen. This is a 
good way of introducing movement to 
your programable graphics charac- 



ters. Also try switching character sets 
(using the CHAR instruction) while 
you are displaying graphics charac- 
ters. 

You can get some very strange effects 
with the OUT command. Try OUT 
255,x where x is a number between 
and 255. This command is used to 
send a value to an output port. Port 
number 255 controls many of the 
screen functions as well as the RS-232 
and cassette interfaces. The effects 
that you get when you do this are 
caused by this control of the screen 
functions. 



If you liave any problems whatsover or any technical enquiries about thie Colour Genie then we will be happy to hear from you. Send all enquiries to: 

and remember — no stamps needed!! 



Genie Input, 
Freepost 671, 

P.O. Box 39-278, 
Auckland West. 



The Family .,, . „ 

Computing Centre w'" ^end you . . . 

full details of its most comprehensive range of hardware, 

software and computer-related books, magazines and peripherals. 

If you would like to receive regular, up-to- date catalogues to 

keep you in touch with the latest developments and in-store 

specials — clip the panel below, indicating your requirments. 



Name . . 
Address 



■§-<£■ 



Return To: The Family Computing Centre 
320 Broadway 
P.O. Box 9070, Newmarket 

We looi( forward to 
being of service to you! 



HARDWARE 

□ Apple lie 
'J BBC 

1 Commodore 64 

I Commodore Vic 20 

J Sinclair ZX81 

] Spectrum 16K & 48K 

] Atari 

J Dick Smith VZ 200 
D Texas Instruments Tl 99/4A 



SOFTWARE 

D Educational 
D Business 
D Recreational 
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VIC 
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Here is a tip for VlC-20 owners which 
actually allows you to control the speed of 
your program. It comes in handy in 
games, etc. when different skill levels are 
required. It can also be used to speed up 
old forgotten programs to make them 
more enjoyable to play, etc. 

To gain this added speed (or to slow 
down a program) simply POKE the 
location 37879 with a number between 
and 255. 

RANGE: 0-128 slow to average speed 
128-255 fast to very fast 

When music is to be played, however, 
the computer must be returned to its 
normal speed or the music won't sound 
like music. This is achieved by: 

POKE 37879,78 
and after the music has played we POKE 
37879 back with the required speed. 

Another thing to note is the speed of 
the cursor. If we speed up the program to 
its fullest extent by poking 37879 with 
255, the cursor will slow right down. If we 
poke 37879,1 the program will slow right 
down but the cursor will speed up. (To 
return cursor to normal speed type 
RUN/STOP and RESTORE.) 

Although changing the speed of the 
program has its advantages, e.g. making a 
game harder as the player's skill improves 
we must also remember that by changing 
the speed of the VIC the time clock is no 




longer real time so you must decide 
whether you want speed or a "time- 
keeper." 

M. Vickers 
AUCKLAND 

Enclosed is a short routine for the 
unexpanded VIC-20 to bring back a 
newed program. 

First the newed program must have a 
REM at the very beginning of the pro- 



gram. Then once you new it, you can get it 
back by POKE4097,7:POKE4098,16 
and you should have your program back. 

10 rem 

20 print"test" 

NEW 

POKE4097,7:POKE4098,16 



John Osborne 
AUCKLAND 




YOU DON'T NEED 

A PERSONAL COMPUTER 

TO FIGURE OUT WHICH 

PERSONAL COMPUTER 

TO BUY. 




THE COMMODORE 64: OMLY $ 995 



All you need is a little common sense and $995 
You'll get personal computer performance no one 
can equal at more than ^ commodore 

^■COMPUTER 



COMMODORE 64 SOFTWARE 




Papermate (Word Processing) 


$ 99.00 


Easyscript (Word Prorcessing) 


$145.00 


Superbase 64 (Deluxe Data Base) 


$249.00 


Calc Result (Spreadsheet Easy) 


$199,00 


Calc Result (Advanced) 


$299.00 


Flex File Database 


$150.00 


Busicalc (Spreadsheet) 


$165.00 


Easyspell (Spelling checker for E/script 


$145.00 


Easymal (Mailing list and labels) 


$ 79.95 


Magic Desk (Type and File) 


$ 99.95 


Time Management 


$ 59.00 


Creditors Ledger 


$195.00 


Debtors Ledger 


$195.00 


General Ledger 


$195.00 


Spritemaster 64 


$ 49.95 


Music Composer 


$ 59.95 


Music Machines 


$ 59.95 


Heswriter 


$ 95.00 


Turtle Graphics 


$129.95 


Simons Basic 


$149.00 


Sargon II (Chess) 


$ 79.95 



double the price. 



these are a few of the hundreds of programs we have 
available now 

DISKETTES 5.25" $4.50- $42.00 for 10 



Ph 836-6758 



Cnr Gt Nth & Te Atatu Rds Glendene 

Late Night Fri. Open Sat 9-1 

Mail Order P.O. Box 69-024 Glendene 
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INPUT 



The SEGA Cassette Routines 

78EF Load Filename. 

7982 Load program bytes. 

The following program illustrates the load- 
ing of the program using machine code, and 
instead of writing the bytes to memory, writes 
them to the video screen. 



7A59 Save Filename 
7AB9 Save sync bytes 
7AD2 Save bytes to tape 
Other locations used for the cassette 
routines. 
82A3 10 locations hold the filename being 

saved (16 character). 
82A2 Filename found flag, if zero then load 

the next program, else skip it. 
83A3 Holds the filename of the program 
being loaded. 
Small delay. 
Write sync bytes to tape. 

Write byte to tape. 



3A03 
3A0F 
3A12 
7B07 



Making Programs Auto 
Run After Loading 

This is easier than it sounds. The trick is to 
poke a small machine code routine into 
memory, this routine loads the program, then 
calls &H6C37 which runs the program. A 
basic program to do this is as follows: 

More About Writing Text 
Using Machine Code 

In a previous article it was shown that 
loading the HL register to point to the text 
string, etc, then calling &H2400. A better 
method is: 

LD HL, Text string address 

CALL &H4A6F 

RET 

This will print all of the text string to the 
screen at the current cursor position, and 
return upon finding &HOD at the end of the 
text string. 

Altering the Cursor Position 
Using Machine Code 

The computer writes to video RAM using an 
auto-incrementing address register located 
within the VDP chip. This register is set up 
using two bytes, and then when data is sent to 
the register it writes it to video RAM, and 
increments the address ready for the next byte. 
The address is sent to the VDP chip (port 
&HBF) while data is written or read from port 
&HBE. A Basic program to illustrate this 
follows: 

This program is as stated; 
AOOO Disable interrupts 
AOOl Call 2C51; Read status register. 
A004 Ld HL with the address you want. 
A007 Call 2C44; Output address to register. 
AOOA Ld A with byte to be written. 
AOOC Call 2C3D; Write byte to address. 
AOOF Return. 

HL values in the range 0000 to 17FF is the 
graphics screen, while values of 3C00 to 3FBF 
is the text screen. It must be noted, however, 
that interrupts must be disabled, and the status 
register must be read before you write to the 
VDP, else the VDP can think that you are 
writing data and not an address into a register 
with the VDP. 
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WRITING BYTES TO THE VIDEO 

5 SCREEN 1, 1 ;CLS;PRINT"LORDING" 

.10 FOR X= &.HR000 TO a.HR022 

20 RERD f\- POKE X,R: NEXT X 

30 CRLL &<HR000 ■ STOP 

40 DPiTR 8<HF3,&HCD,&H00, S<H3R,S<HCD;8<H06 

50 DRTf^ &H3R,&<HFE,S<H17,&<H20,S<HF5;&<H2R 

60 DRTf^ 8<H60,&,H81,&<H06,a,H00,&<HCD,&H0R 

70 DFlTfl &H7n,&..HD3,a.HBE,&<H3E,a.H3F,S<HC4 

80 DRTiR S<H48.a:H24,S<H23,S<HlBAH7f=i,a.HB3 

90 DRTR S<H20,&.HF0,&HC3,a.Hf=l9,&<H73 

BASIC LOADER AND AUTO-RUN 

10 SCREEN 1, 1 :CLS 

20 FOR X = &<HF000 TO a<HF005 

30 RERD R; POKE X.R; NEXT X 

40 POKE S<H82n2,0; PRINT "Press PLRY to 

i ad p r gr am" 
50 CALL &,HF000 : STOP 
60 DRTR 8,HCD,&<HD5,acH78,a<HCD,acH37,a,H6C 

ALTERING CURSOR USING ML 

10 SCREEN 1, 1 :CLS 

15 FOR X=a=HR000 TO S.HA00F 

20 RERD R; POKE X,R; NEXT X 

30 FOR Y=&<H30 TO a<H80 ; POKE &cHR00B, Y 

40 CRLL &HR000 : FOR DE=1 TO 50: NEXT 

45 NEXT Y 

50 GOTO 50 

60 DRTR 8<HF3,acHCD,8<H51 ,&H2C,8..H21 ,&H10 

70 DRTR 8<H3C,8<HCD,&<H44,S<H2C,a.H3E,&<H38 

80 DRTR &<HCD,&<H3D,&H2C, &HC9 

ALTERING CURSOR POS PROG 2 

10 SCREEN 1, 1 :CLS:Y = &<H30 

20 FOR X = 8<HR000 TO &.HR00F 

30 RERD R: POKE X,R; NEXT X 

40 FOR ST=&<H10 TO S.HDE 

50 POKE &<HR005,ST 

60 Y=Y+1 : POKE &<HR00B, Y 

70 CRLL %.Hf\2i^^ 

80 NEXT ST 

90 CURSOR 10, 10 :STOP 

100 DRTR &<HF3;a<HCD,a<H51 ,&.H2C,&.H21,, &H10 

110 DRTR &<H3C,S<HCD,&<H44, &<H2C,&<H3E, 8,H38 

120 DRTR &<HCD,&<H3D,a<H2C, 8<HC9 

Same program but updates the 
address and writes to next location, etc. 

NOTE: All printing is done by machine 
code located at &HAOOO. 



SEGA INPUT 



A Table of Useful 
ROM/RAM Addresses 



10C0-17BF 


Character table for VDP. 


77BB? 


VERIFY routine. 


17C0-19FF 


Basic keywords. (1FAE,F6) 


77F7 


SKIP routine. 


1A20-1A82 


Jump tables. 


7822 


FOUND routine. 


ICBl- 


FRE routine. 


7850 


VERIFY END routine. 


IFAC- 


Keyword/token fetch. 


788F-789E 


VERIFY ERROR routine. 


2310 (1A29) 


Get next character. 


78EF- 


Load Filename. 


2400-245F 


Jump tables. 


78D5- 


LOAD START rotine. 


2852 (2400) 


Print char in A,B times. 


792B- 


LOAD SKIP routine. 


2B80-2B03 


Jump tables. 


7956- 


LOAD FOUND routine. 


2C2A (2BCE) 


READ DATA VRAM. 


7982- 


Load program. 




IN A, BE RET. 


79AA- 


LOADING END routine. 


2C32 (2BCB) 


OUTPUT ADDRESS TO VDPREG 


79E9- 


TAPE READ ERROR routine. 




Set up register for reading. 


7A40- 


SAVE START routine. 


2C3D (2BC8) 


WRITE DATA VRAM. 


7A59- 


Write Filename. 




Out (BE),A RET 


7AED- 


SAVE END routine. 


2C44 (2BC5) 


OUTPUT ADDRESS TO BDPREG. 


7B07- 


Write byte to tape. 




Set up register for writing. 


8160-8161 


Start basic pointer. 


2C51 (2BC2) 


READ STATUS REG. 


8162-8163 


End basic pointer. 




IN A, (BF) RET. 


8164-8165 


String storage pointer. 


359B (2B89) 


&H Decode 


8166-8167 


Top of string storage difference 


3604 (2B86) 


Hex conversion routine. 




between next is free space. 


39D0-3A12 


Jump tables. 


8168-8169 


Top of memory pointer. 


3A15 (3A12) 


Write byte to tape. 


82A2 


Prog found flag, O=found. 


3A4D (3A0F) 


Write sync bytes to tape. 


92 A3 (+16) 


Filename being loaded. 


3AC3 (3A03) 


Delay using BC. 


83A3 (+16) 


Filename being saved. 


3FA0-411F 


Keyboard characters arranged in rows. 


9336 


Screen control byte. (6DF1, 72B8) 


4120-4258 


Basic keyboard symbols. 


9339 


Colour text screen byte. 


4A6F- 


Print text string pointed to by HL 


933A 


Colour graph screen byte. (7C9D, 7CA3) 


6800 (6847) 


Reset. 


9411 


Top range of CURSOR. 


6803 (6978) 


Restart 38H. 


9412 


Bottom range of CURSOR. 


6806 (6E48) 


NMI routine. 


9484 


CURS control,0,2=graph. 


6AB5- 


PRINT FRE routine. 


9485 


CURS control,0,l=l/case. 


6C37- 


RUN routine. 


9486 


CURS control,0,l=no beep. (69E8) 


73B7-73E4 


Print ERROR messages. 


948E 


TIMES seconds. 


73E8-7676 


Basic ERROR messages. 


948F 


TIMES minutes. 


779F? 


VERIFY routine. 


9490 


TIMES hours. 




RICHiLEV Industries Lid. 

P.O. BOX 725 9, WELLESLEYST., AUCKLAND. 




SegaSC-3000 $399.00 

Basic II Cartridge .5K RAM ... $ 39.95 
Basic Ilia Cartridge 16K RAM. . . $110.00 
Basic Illb Cartridge 32K RAM. . . $150.00 



GAMES: Congo Bongo. N-Sub. Safari 

Hunter $59.95 

Champion Tennis. Star Jacker. Yamoto 
Battleship $69.95 

JOYSTICK $29.95 

PRINTER $399.00 
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STOP PRESS ! 



ATARI 800XL $895 
ATARI 600XL $595 
ATARI 1050 DISC $995 
ATARI 1027 PRINTER $795 



NOW AVAILABLE ATARI 




WEST 
CITY 
COMPUTER 



The most sophisticated Home Computer 
avaiiabie:- 8 Languages, Full Keyboard, 
Help Key, 5 Text modes, 11 Graphics 
modes, 320x192 Resolution, 4 voices, 
CP/M option. 



"NOW ON 
DISPLAY" 



800 XL 
600XL 



CENTRE 










^\ /\ A v\ /v v\ yv yy /\ /v /\ /v v\ a /\ /v /v /\ /\ /v /c /c^c /r^c7r^r?c^r7C^r>r^r?c^c?c^^ \ 7C7r^c^r^c^c^ 

7r7r7c>r7r7r7r'>r">c">c"'>r'>\">c'>c"7r7r7r7r7r7C7r7C7C7C7\ a a a a a a 7\ 7\ a a a /v /v 7\ *s a a a a a 

I DIRECT FROM THE UK: INTERODUCING: WVL | 

>j< Very latest high-quality brands making — Dr. Soft ^^ ^^9 o ^^>^ 

>;< complete use of your computer graphic — Software Invasion ^ it^s?^ -^^ 'k 

^g capabilities. ^,^ — Kansas ^^^^i r^£ 

'p %j^^ — Alligata (software with bite) ^^J\t\ S 

X KAV^ Bi — Mr Chip Software X 

♦ ^:^A\/AMTPr ^^ HI '^ ^/^^ RANGE OF EXCITING AND f 

^f ^7^ < HI CHALLENGING GAMES! ^ 

i Z^*"*^-^^ t^ .^H SIMILAR QUALITY UP TO $75.00! X 

>S ^ ^^^^^^^ FREE CATALOGUE -SEND TODAY!! % 

^^ USUALLY ^^^^^1^^ N EW DELUXE JOYSTICK with double- 

>Q $29.00 ^^^Bi^^^^^ acting speed buttons, firm suction pads, suitable for >'< 

X ^^^P^ all video games systems. J^ 

?,5 ^^^ *t* 

:c .3>^- % 

i GUARANTEED PRODUCTS LTD name J 

5j Box 25-1 70 St Hellers (37 Piccadilly PI, AK 5) ADDRESS: X 

% ? 

^< Please send i_l Free catalogue of exciting games. >k 

i Avantec Joystick(s) $19.95 Post Free. ***'^'-'- PRODUCTS GUARANTEED*** X 

4f» -^^ •?*• -J^ -J^ ^4. ,i>t J'C ^C .>C .>C ^«. J'C ^ Jt. JC .>C ^C JSC .><. ^«. .M. JK. J><. J^ J>C .>C i>^ ^C ,ii<. ^ t JJt JiC ,i>C >C •>t J^C .X. J>C .>^ 

A A A A A A A A A A /r7r7^7r7C7r7r7C7C7r7r7C7r7r7r7r7r7r7r7C7C7T7C7r7C7r7C7C7r7C7r7T7C7C7C 
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GRAPHICS 



Getting Started with Graphics 

Patricia Hopkins 



Having experimented for some time with 
low-resolution monochrome graphics capa- 
bilities of my Sinclair ZX81, 1 have come to the 
conclusion that some very effective graphics 
statements are possible. 

All programs, whether education, business, 
domestic, or games, are enhanced by the use 
of good graphics and a well-thought out 
layout. 

1 like to start my programs with an eye- 
catching title. I feel this is particularly important 
when working with young children. A title that 
attracts attention will focus the concentration 
on the program that follows. 

It is a simple matter to draw a screen layout 
on a sheet of graph paper. First mark out the 
exact number of pixels on the screen; mine is 
64*44. Also mark centre points on each side of 
and the centre of the screen. 

Now decide what design lettering is to be 
used and rough it out in pencil. When you are 
satisfied with the design fill in the chosen area 
with ink and rub out surplus pencil work. 




If you are using "PRINT" positions lightly 
rule in every second line in a different colour 
and number the "PRINT" positions starting 
from the top left hand corner 0,0. 

If you are using "PLOT" positions number 
the positions from the bottom left hand corner 
0,0. 






U-i 



:«,:4i;: ; ii-; ' 



i . : «, us 



,'0|0: 



; ; : pur: ; comhM, ; MO : ; ; 



_65^ 



\\<{'- 



't; 



The "SHAPES" title I handled differently as 
each shape is drawn separately on the screen 
using "PLOT" and "PRINT AT" statements. 

I have enjoyed working on these programs 
very much and have learnt a great deal from 
them. 



There are several programing techniques 
that can be used to transfer the design from 
paper to screen. Possibly the easiest to use is 
the "ARRAY". The ZX81 has superb array 
handling capabilities. Straightforward designs 
such as "CITY" or "COMPUTER INPUT" can- 
be typed in as a single array or divided and 
typed in as two arrays. This may be quicker as 
things get a bit slow towards the end of a long 
array. The flashing Christmas Tree in the 
December issue of Computer Input was two 
alternating arrays that I found extremely 
effective. 



FOR -^ 

PLOT 
NE.XT 






4- , .X 
53 ■ .: 



PUGT 

PLOT 

NEX r 

FOR Z-£S TO o5 

PLOT Z,. 38 

PLOT Z , S3 

NEXT Z 

FOR T=OS TO as ST 

PLOT 25 .T 

PLOT 35 -T 

r-;Exr T 



3O10 
3iZii5C 

3e>3t" 

3 04.O 

30SO 
3e.70 
3 £5 o 
3 O 5 O 
3iOe: 
3 lie. 
3120 
3 ISC 
3 14-© 
315© 
3 1 1 e> 
3 1 7 '3 
3 ISO 
3190 
3200 
32 IG 
3aHO 
3230 
324-0 
3250 
325C 
32~0 
323S 
32 90 
3300 
3310 
3320 

.1,7 + 

3 333 _ 

3-3^0 piRIrsT PI! 
33&0 PRINT BT 




■1 



FOR^U=9_ 

H L O I U . c 

NEXT U 

PRir-iT h7 

PHlr-JT 

PRINT 

PRINT 

PRINT 

PR1^4T 

hR ZNT 

PRINT 

PRINT 

PRINT 



TO 2fc 



R )■ 
PT 
hT 
HT 
RT 
RT 
RT 



r H 
-1=3 



IS 
IS 

1 ? 

IT 
16 
16 
15 
15 
14. 
14. 



4- ; • 
13. 

12. 

1 1 



'J' 



:"» 



LET 

FOR 1 = TO U*lii 
PLOT 4-5^-J*2*.5IN tl,-- 
.1 *2 S-COS I I ..■■ ( <_! S-S .1 *P I :! 



tU*6J *PT 



T; -i 



33S0 PRIN T RT 1 1 .- -4- 

3390 PRir-iT RT 12,4 

34-00 PRINT RT ^^^ , -^ 

34.10 PRINT RT 

IPGf PRINT RT 



■¥■■».■ 
"=i i i 
II I ". 



i 



34-3© FOR 1 — '. 

34-4-0 NEXT I 

34-50 CLS 

3500 RETURN 



14- , IS. 

15 , 16., 
O 60 
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SOFTWARE REVIEW 



In the Software Review section we 
review new games and utilities that 
become available for sale in New 
Zealand. However, there are hundreds, 
if not thousands, of exisitng software 
programs in use in New Zealand. What 
we want is for you, the reader, to 
review any software that you already 
have, for some of the "Golden Oldies" 
are still amongst the best. 

We would like your views, for who 
would know better than the person who 
has paid out hard cash. 

If possible, please use our format for 
reviews, with a brief description of the 
software and your overall conclusion. 

We will publish the facts about any 
software or hardware that seem to be 
(by owners statements) at cither end of 
the scale. So if you bought a game that 
turned out to be a complete waste of 
money or a program that kept you up 
all night (or even an average one), I'm 
sure the rest of New Zealand would like 
to know about it. 



Our Ratings arc: 
» VISUAL: 

Based on the use of 
graphics, colour, special effects, and 
special features. 

• SOUND: 

Based on skillful sound 
effects, musical variation, and com- 
plexity of the notes used. 



• PROGRAM: 

How well written, and 
how well it exploits computer capa- 
bilities. 

• DIFRCULTY: 

Levels of skill re- 
quired, degree of interest, and time to 
complete the game or each stage. 



• OVERALL: 

We review programs of a 
wide price range, rating each on value 
for money, interest, and overall 
presentation. 



PROGRAM OF THE MONTH 



STAR BATTLE 

by Timeworks: C-64 Disc 



"Strategic Deep Space Combat adven- 
ture to save Earth." 

It makes you wonder if we will see old 
age, doesn't it. This game was an advanced 
form of a game I had played years ago on 
the ZX81 called Star Trek. This game 
would be enjoyed by people who enjoy 
plotting strategy, navigation and using an 
attack computer to control weapons and 
the ship as well as just shoot 'em up and 
knock 'em down game skills. 



As shown in the inserts, full instru- 
mentation is displayed on the screen, with 
different screens showing navigation, 
short-range scans, long-range scans, 
status reports, galactic record and the 
attack computer controls. Also a com- 
prehensive 16-page game manual is 
supplied to help players with their game 
with easy-to-follow instructions (written 
in America). 




The moving graphics give a good 3-D 
effect. Game completion time suggests at 
least 1-3 hours. 



The game involves the use of a joystick 
plus the use of 1 keys on the keyboard of 
the C-64. An overlay card with keyboard 
instructions is included in the price. 



The object is to seek out enemy ships 
and destroy them. Just like the TV show 
Star Trek, you set your deflector shields, 
set your warp speed, set your phase 
energy levels, prime your torpedoes, plot 
your navigational course and activate the 
warp drive to reach your objective. After 
engaging the enemy Scyons, a damage 
report is given and you can set a course 
to land on a Base Star for repairs. 




WEAPONS 
TORPS 



RCSERVt 
88837 



CyP7123"5t781B DIS7 
EyPSlSBXSbTaTh 



STARHASE UNDER ATTACK 
INPUT PHASER ENERGY 




* 


Hopeless 


•• 


Sub-Standiird 


••• 


What we would expect 


*•** 


Very Good 


• •••* 


Exceptional 



Your ship is able to move around 64 
quadrants in a 3-D galaxy with the screen 
display that of you looking out of the pilot 
seat into space. 



Visual 


• ••• 


Sound 


• •• 


Program 


• ••• 


Difficulty 


• ••• 


Overall 


• ••• 



? TJ? ? "^ f"f f f 
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ZX81 16K 

3D DEFENDER 

3D Defender is an excellent game for 
the ZX81. Written totally in machine 
code, the speed is incredible. The 3D 
effects are flawless, there is a good on- 
screen introduction and a high score 
facility. 

The game starts off with the player 
sitting in the cockpit of a Defender craft. 
As you rise, the landscape moves and if 
you climb high enough, it disappears off 
the bottom of the screen. You start with 
10 shield points and lose one every time 
you are shot or collide with an enemy 
ship. There is a radar at the top of the 
screen (very helpful), an altitude indicator 
and a proximity warning indicator (which 
1 find totally useless!). The enemy start 
attacking one by one. If you fail to shoot 
the ship as it flies past you, it will land and 
you lose 50 points. If you manage to hit it 
you see a spectacular explosion and gain 
250 points. Every now and then a bunch 
of meteors comes flying through and all 
you can do is dodge them. 

Overall this is a very good game, but I 
do have one bad thing to say about it. 
Once you have become reasonably good 
at the program, it takes quite a long time 
before the game starts getting harder. 

I think it is an excellent buy at $16.50. 



Visual 


• ••• 


Sound 


• •• 


Program 


*** 


Difficulty 


• •*• 


Overall 


• •• 



VISUAL 
PROGRAM 
DIFFICULTY 
OVERALL 



C-64 



••••• 
••••• 
••• 
•••• 

David Gilbert 
RANGIORA NTH 



WAVY NAVY 
by Sirius: Disc 



"A raging battle on the high seas, 
featuring amusing graphics, sound effects 
and maritime music. Kamikaze fighters, 
helicopters an Exocet missiles assail you 
while huge rolling waves force you to 
continuously change positton." 

With that kind of build up I could 
hardly wait for the program to load. Wavy 
Navy is a new game on the Space Invaders 
theme. You are in command of a boat 
which you control by joystick across the 
screen up and over huge rolling waves. 
The sky is full of planes and helicopters 
which you must destroy by firing missiles 
up at them Every so often, a helicopter 
peals off and attacks with a burst of 
machine gun fire (HINT: Shoot the heli- 
copters ASAP). 

After a successful run, bonus points 
are issued and a rating given to the player 
for each round completed. There are 10 
levels of screens, each one getting harder, 
with ratings from Galley Slave to Presi- 
dent. My best was deckhand on level 4. 



CANDY BANDIT 

by T&F Software USA: 
Cassette 



This is a good one for the kids, as the 
following plot suggests: 

"So your sweet tooth has gotten out of 
hand? Well, this time the sherrif is after 
you and he's no sweetheart. There he is 
now! Quick! Grab all the candy in sight 
and dive for the doorway! Don't look now, 
the doors are rotating . . . better be good at 
getting out of sticky situations, 'cause if 
you hit the wall you're stuck with it! . . . 
etc." 




The screen display has 5 horizontal 
lines across, the same distance apart, with 
a gap in each which is constantly moving 
back and forwards. In each sector is 
displayed toffee apples, lollypops, etc. 
and you control a little muncher that 
gobbles them up, moving from section to 
section through the gaps. Another 
muncher with a cowboy hat on is the 
sherrif, and, you guessed it, he's after your 
mucher! 



Visual 


• •• 


Sound 


••* 


Program 


• •• 


Difficulty 


• •• 


Overall 


• •* 



SPECTRUM 

TRAX 

This is one of the new games from 
Quicksilva that have finally reached New 
Zealand. Those of you who are familiar 
with Gridrunner will be right at home with 
the basics of the game. The screen is 
divided up into a grid of squares green in 
colour with you the "fly" and the com- 
puter as the two "spiders." The object is to 
complete the grid square by square until 



the screen is complete before the spiders 
get you. Lots of skill with the keyboard 
required or else joysticks with Interface 2. 

Visual 'kirir 

Sound irifif 

Program -k-k-k 

Difficulty ••* 

Overall ••* 

3D STRATEGY 

The game has full instructions listed on 
the screen before the rest of the program 
is run. This is a big help for players who 
aren't sure as to what's happening. The 
game instructions intrigued me when 
they stated that this program would 
"defeat the most highly-intelligent of 
humans in a sheer battle of wits." "If your 
ego can stand the shock of being bested 
by a small micro in a completely fair 
challenge." The rules are essentially 
those of Noughts and Crosses but played 
in 3 dimensions on a 4 x 4 x 4 cube. To 
win you must get 4 of your symbols in a 
straight line (horizontal, verticle or 
diagonal). With four levels of skill even 
the most patient, expert. Nought and 
Crosses player gets beaten. So, let's hear 
about some high scores. 

Visual -kirir 

Sound iririr 

Program k-k-kirir' 

Difficulty **•• 

Overall •••• 

FRENZY 

The basic of this game is a screen 
showing an outer parameter of red fenc- 
ing plus individual obstacles internally at 
random places 1-4 squares long. You 
have a number of men trying to eliminate 
you and to retaliate you manoeuvre your 
man around the squares and obstructions 
on the screen to put him in a position to 
shoot at and destroy the groups of men 
closing in. Once again, having a number 
of lives helps as skillful hand control is 
required to be super successful at this 
game. 

Visual irkir 

Sound *** 

Program kkkrir 

Difficulty ••• 

Overall ••• 

ASTRO BLASTER 

I expected Meteors or Asteroids with 
the title of Astro Blaster. But instead what 
appears is a screen with a space ship at 
the base which fires lasers or missiles up 
the screen at Space Invader-type 
meanies with flapping wings which work 
their way down the screen in great 
numbers, dropping bombs trying to 
eliminate you. You have five lives to assist 
you in avoiding being hit. Lovers of Space 
Invaders will enjoy this advanced format 
and pit their skills against the computer. 
You need to be handy with your key- 
board dexterity to master this exciting 
game. 

Visual •••• 

Sound irirk 

Program *** 

Difficulty ••*• 

Overall •••• 
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SOFTWARE 



COMPUTER 



inpuT 



SPECTRUM 



MAZEMAN (Spectrum 16K + 48K) 
$29.95. Use your skill to collect as 
many squares as you can but beware 
the hungry Hobgoblins. They chase 
relentlessly and you have only three 
lines. Grasp the magic Abersword and 
you have approx 10 seconds to 
counter attack and earn bonus points. 
Can you do it. 



ADVENTURE (484 Spectrum) 
$34.95. Can you solve the secret of 
the caves. The original adventure 
game that will keep you busy for 
hours. PSST. Drop the black rod when 
you see the bird. 



THE KNIGHTS QUEST (48K Spec- 
trum) $34.95. You are a Knight of 
Camelot, set on finding the lost 
treasures of Merlin, On your way you 
will discover a princess held by the 
Wicked Wizard of Trill, battle Scor- 
pions, elves, eagles. The list is almost 
endless! A full blooded adventure us- 
ing split-screen graphics and text. 



ABERSOFT — THE WIZARDS 
WARRIORS (48K Spectrum) 
$34.95. Control your warrior using 
your chosen method selected from the 
many options included in the program. 
Pit your wits against the denizens of 
the wizards crypt. But beware for they 
become even more difficult to evade. 
Can you withstand them in the final 
battle of the Abyss with nowhere to 
hide? Kill the Magic Eagle or Wizard 
for maximum points. 



SPECTIPEDE (16K Spectrum) 
$1 9.95. See how long you can keep 
the Spectipede at bay as they 
descend upon you. You'll have the 
help of poison mushrooms and your 
gun which both kill the Spectipede. 
But look outforthe spider — he will try 
to jump on you. For 1 or 2 players. 
Oeprates with most leading Joy- 
sticks or the keyboard. 

PI-BALLED (48K Spectrum) 
$24.95. There you are, wandering 
the desert, contemplating wobbly 



spherical objects and minding your 
own business atthe mystical pyramid 
of Pi, when your stumble across Burt, 
being badly bothered by the Ball 
Brothers, Bobby and Billy. Naturally, 
your first though is to help poor Burt, 
but you didn't reckon with Sid Snake 
and the Pixel Princes Col and Jas. 
Neither did you reckon with becom- 
ing addicted to this amazing arcade 
style game. Neither did you reckon 
with possibly the worst Reggae 
music ever committed, on the f Upside 
of this cassette. 



GOLF (16K Spectrum) $19.95. 

Similar to ZX81 Golf, but utilizing the 
Spectrum colour graphics and 
sound. For 1 or 2 players. 



STYX (ZX Spectrum) $24.95. An 

arcade-style game where you have to 
battle your way across the River Styx 
towards Hades. The game is in three 
phases and armed with your laser 
gun you must move yourway through 
the spider-filled maze and dive into 
eRiver Styx. The river holds a few 
surprises when you come up against 
deadly pirahna who don't seem too 
keen to let you past. Having dragged 
yourself out on the far beach, you find 
yourself fighting your way through 
the spirits of the dead, towards an 
encounter with the dark one himself. 

PI MAN I A (48K Spectrum) $34.95. 

The longest-running, cult-following, 
best-selling adventure quest ever. 
With the famous £6000 ($NZ1 2,000) 
Golden Sundail of Pi still to be won. If 
you have not heards its praises then 
we think you may be new to the 
computer business. With a free disco 
single on the flipside by Clair Si nclive 
and the PIMen. 



MANICMINER(48KZXSpectrum) 

$24.95. Miner Willy, while prospect- 
ing, stumbles on an ancient long- 
forgotten mine shaft built by a 
superior civilisation. After centuries 
of peace the civilisation was torn 
apart by war, but nobody told the 
robots to stop working. So, can you 
guide Miner Willy through the 20 
underground caverns to the surface. 



avoiding nasties like the Wacky 
Amoebatrons, Eugenes Lair, Mutant 
Telephones and Malevolant Toilets 
and sinking earth? Unbelievable 
graphics. 



GNASHER (16K Spectrum) 
$19.95. The ultimate maze game. 
Eat the dots but look out for the 
ghosts. They could eat you! If you eat 
an energy pill you can eat the ghost. 
Full colour graphics and sound. 
Operates with most leading Joy- 
sticks or the keyboard. 



STAR TREK (48K Spectrum) 
$24.95. See if you can rid the galaxy 
of the evil Klingons, save the Fede- 
ration from the trecherous Romulans, 
race to protect your star-bases from 
attack. Are you star-ship commander 
material? 



GO TO JAIL (48K Spectrum) 
$24.95. The definitive computer ver- 
sion of the best known board game in 
the world. For up to 5 players includ- 
ing the Spectrum. Save game facility, 
moving board display, we dare you to 
play against your computer. But, 
beware, it may well beat you. 



ZX81 



CHESS 1-4 (ZX81) $29.95. Now play 
up to 10 different levels of chess on 
your ZX81 castling and En Passant 
captures all included. Plus printer out- 
put for either permanent record of all 
moves or copy of graphics board. 



ADVENTURE TAPE 1 — Full 
Adventures for the 16K ZX81 
$29.95. Greedy Gulch — Discover the 
lost treasure mines in a deserted town. 
Pharaoh's Tomb — try to discover the 
long dead Pharoah's treasures. 
Magic Mountain — Recover the an- 
cient Scrolls of Wisdom. 



INVADERS (ZX81) $24.95. The old 

favourite space invaders — what else 
can we say but go get 'em. 
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NOWATNIK PUZZLE AND OTHER 
DIVERSIONS $29.95. For either the 
ZX81 or 16K Spectrum. This is a pro- 
gram ideally suited to the T.V. display. 
A mind boggling challenge for puzzle 
enthusiasts, millions of different 
permutations. 



CASSETTE 1 — STAR TREK. A 
superb version with 8x8 Galaxy 
Klingons, Phasers, Torpedoes, etc. — 
CANDY FLOOS. A tremendous new 
game in which you run a candy floss 
stall on Blackpool's Golden Mile. But 
watch the weather and the donkeys! 
Only $34.95 MODEL A MODEL B 

CASSETTE 2 — Contains an exciting 
collection of games with music and 
graphics to keep the family amused for 
hours; HANGMAN, KRYPTOGRAM, 
DICE, BEETLE, GRAND NATIONAL 
and MUSIC. Only $24.95 MODEL A 
MODEL B 

CASSETTE 3 

MUTANT INVADERS. A bnlliant new 
game. You can destroy the mutants 
before they land and try to destroy you 
with their radioactivity. BREAKOUT: A 
terrific version of the arcade game. 
Only $34.95 MODEL A MODEL B 

CASSETTE 4 — BEEP-BEEP. Ex- 
cellent version of the popular 'Simon' 
game. Very much enjoyed by children. 
Only $24.95 For MODEL B (or + 
32K) 

CASSETTE 5 — Contains BEEB- 
MUNCH. Our version of the record 
breaking PACMAN arcade game. 
Stunning hi-resolution colour graphics. 
Only $34.95 For MODEL B (or + 
32 K) 

CASSETTE 6 — Contains SUPER 
HANGMAN. The special feature of this 
version is the hi-resolution animated 
man. Categories from educational to 
just plain fun! Only $24.95 For 
MODEL B (or + 32K) 

CASSETTE 7 — Contains 3D MAZE. 
Pit your wits againts the computers 
logic in this highly realistic graphical 
game Only $24.95 For MODEL B 
(or + 32K) 

CASSETTE 12 — FLAGS. A superb 
educational program. The flags of the 
world are drawn in hi-resolution colour 
graphics. The program then tests your 
knowledge of flags and georgaphy. 
Have fun while learning. Only $24.95 
For MODEL B (or + 32K) 

CASSETTE 13 — HYPERDRIVE — 

A new, very addictive machine code 
arcade game. Guide your laser tanks 
around the network of passages 
destroying the drone Aliens — but 
beware, evil OTTO lies in wait! Only 
$24.95 For MODEL B (or + 32K) 
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CASSETTE 9 — Contains Model B In- 
vaders. A superb feature adaptation of 
the arcade 'Space Invaders' game in 
machine code and hi-resolution colour ' 
graphics Only $34.95 For MODEL B 
(or + 32K) 

CASSETTE 11 — ATLANTIS. The 
superb fast action arcade game writ- 
ten in machine code to illustrate to the 
full the machines fantastic colour 
graphics and capabilities. This game 
includes all the usual ATLAN- 
TIS/SCRAMBLE features. Only 
$34.95 For MODEL B (or + 32K) 

CASSETTE 14 - 

STREATOBOMBER — Arcade game. 
Can you keep the enemy fleet at bay, 
destroy the rogue Star Ship before it 
destroys your home planet? Superb 
graphics Only $34.95 For MODEL B 
(or + 32K) 

CASSETTE 15 — LEAP FROG - At 
last the fabulous Frogger game 
reaches the BBC Micro. Superbly writ- 
ten full colour machine code. The best 
version Only $34.95 For MODEL B 
(or + 32K) 

CASSETTE 16 — PONTOON & PA- 
TIENCE — Excellent rendition of the 
two very popular card games. $34.95 
For MODEL B (or + 32K) 

CASSETTE 17 — 5-A-SIDE SOCCA 
— At last!! The 2 player m/c game you 
have all been asking for. Uses 
joysticks or keyboard. Really exciting. 
$34.95 For MODEL B (or + 32K) 



VIC20 



SHARK ATTACK. Can you avoid the 
sharks and the octopi while you trail 
your atomic net? Very addictive game. 
Requirements — 3K expansion. 
$19.95 

MARTIAN RAIDER. Fly across the 
enemy landscape, bombing as you 
go, but watch out for missiles! 3K ex- 
pansion. $19.95 

VIXEL No. 3. 3 Programs on one 
tape. In WARP you fly a space craft 
down an ever narrowing tunnel, FIF- 
TEEN is a version of the classic puz- 
zle (usually sold as a plastic toy). RAIL. 
Easy when there's only one train, but 
as you keep succeeding so the 
number of trains to be controlled 
keeps growing. Requirements — 
joystick for WARP & FIFTEEN - 
minimum of 3K memory expansion for 
RAIL. 

REBEL DEFENDER. The impenal 
forces have just invaded your base 
planet, the water world of Aakwa. They 
have brought with them their most 
awesome weapon, the imperial 
stalker. Requirements — 8K expan- 
sion, paddles. $24.95 

ULTIMATE TANK. The year is 1999 



Earth is being overrun by mutant 
spiders and giant space eyes. Each 
battle zone is patrolled by 1 or 2 
nuclear tanks. Their mission is to 
search out and destroy. Requirements 
— 8K expansion, joystick. $24.95 

CHIMP CHASE. The object of chimp 
chase is to guide a small yellow chimp 
through the zoo in order to open all the 
cages. Good colour and sound ef- 
fects. Requirements — Unexpanded 
VIC, joystick optional. $24.95 

COSMIC CRYSTALS. As com 

mander of a Cosmic Space Station it 
is your mission to defend a sector of 
the force field vault where the 'Cosmic 
Crystals' are kept. Requirements — 
Unexpanded VIC, paddles. $24.95 

BLASTEROIDS. As the captain of a 
fleet of 3 space cruisers, your mission 
is to eliminate an asteroid field. Good 
colour and sound; 3 skill levels. Re- 
quirements — Unexpanded VIC, 
joystick optional. $24.95 

CRIBBAGE. The age-old card game 
for 2 players — sorry! I meant for one 
player and his computer! Re- 
quirements— 16K expansion. $24.95 

MARTIAN RAIDER. Similar to skram- 
ble. Your mission is to fly across the 
Martain landscape destroying their 
cities, but it's not easy! Enemy missiles 
and UFO's are out to get you. Your 
fuel range can be extended by hitting 
enemy fuel dumps. Requirements — 
Unexpanded VIC, joystick optional. 
$19.95 

CITY BOMBER. Flatten the buildings 
with bombs so that you can land your 
plane safely. Very addictive. Re- 
quirements — Unexpanded VIC. 
$19 95 

MIS CHECKBOOK. Keep track of 
your cashbook; results filed on tape. 
Running cheque balances, dates, 
search by criteria, analyses, etc. Re- 
quirements — Unexpanded VIC. 
$19.95 

MULTISOUND SYNTHESIZER. The 

electronic music synthesizer, for the 
VIC. $19.95 

MICROHEX ASSEMBLER/ 
EDITOR. Microhex is 6502 Assembler 
/editor which allows you to produce a 
machine code listing using the 6502 
Mnemonic Instruction set. Re- 
quirements — Minimum 3K expan- 
sion. $24.95 

VIC AMORTISATION. This II help you 
to be a bit better informed about the 
next loan you want! Requirements — 
Unexpanded VIC. $24.95 

VIC TRIP & PARTY PLANNERS. 2 

programs which will help you to ac- 
curately plan what the costs are likely 
to be for your next trip or party. Re- 
quirements — Unexpanded VIC 
$24.95 

MAIL-IT 20. A very easy to use mail- 
ing list/label program for the VIC. Re- 
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quirements — minimum 8K expansion 
— datasette and/or 15401541 disl< 

drive VIC or RS 232 printer. 

$24.95 

STOCK MASTER 20. Stock Master is 
an inventory control program. 
Requirements — 8K expansion — 
datasette or 1540/1541 disk drive — 
1525/26 printer (optional). $24.95 



REPTON — Diskette Only $84.50. 

Repton is a 'Defender' type game, but 
more complicated and sophiisticated 
than any you'll have seen. The lower 
part of the screen gives you a cockpit 
view of the battle area, a nice blend 
of defender and flight simulation. 
Simply amazing. What more can we 
say! 

FAST EDDIE — Diskette Only 
$84.50. Just send Fast Eddie around 
the screen using a joystick, climb up 
and down ladders and grab point- 
scoring objects. Easy. Well it would be 
if it wasn't for these nasty little critters 
that keep racing at fast Eddie. This 
game is more challenging and difficult 
to master than most. 

SQUISH 'EM — Diskette Only 
$84.50. You're in a partly constructed 
building, and you must climb to the top 
to retrieve various objects by climbing 
up pipes from floor to floor. See Soft- 
ware Review. 

JAWBREAKER — Diskette Only 
$73.00. If you like the propsect of be- 
ing let loose in a candy store then 
you'll love this game. If not then you'll 
still probably love this game! The most 
hilarious moment occurs when a 
toothbrush races out to brush your 
teeth! (So perhaps it even qualifies as 
educational!!!) Beautiful musical ef- 
fects, making the most out of the 64's 
sound capabilities. 

TEMPLE OF APSHAI — Disk or 
Cassette $89.00. Enter the "Temple 
of Apshai," the first in our DUNJON- 
QUEST series, the computer game 
that offers you the chance to perform 
heroic deeds in a labyrinth filled with 
treasures, traps and monsters. 
Animated colour graphics portray the 
"Temple" and all its contents — 
magic, monsters, doomed cities and 
damsels in distress. Do battle in real 
time, with over 20 types of monsters, 
each represented by a unique graphic 
shape. Special sound effects intensify 
your quest, with arrows flying, wings 
beating and footsteps approaching in 
the dark. 

Curse of Ra — Upper Reaches of 
Apshai. Expansion modules for Tem- 
ple of Apshai, which provide further 
thrill: NOTE: these are not complete 
games in themselves — you must 



have Temple of Apshai to use them. 
Available on diskette or cassette. Price 
(each) $58.00 

MONOPOLY. The great board game 
on computer for 2 players. This is a 
long well written program that should 
provide hours of fun. Excellent colour 
graphics and sound. The board is 
displayed on screen. $19.95 

OTHELLO/REVERSI. It is a game of 
skill, played on an 8 x 8 square board. 
The object is for a player to occupy 
more spaces on the board than his op- 
ponent. $19.95 

COLLISON. A fast paced game re- 
quiring a joystick and lots of time, as 
it's rather addictive. Choice of whether 
you play the computer or two players, 
eacti with a joystick, play each other. 
$19.95 

MATCHMAKER. This is an enhanced 
variant of the card game 'pairs'. Each 
player (several can play) chooses two 
cards which the computer turns face 
up to display if they are the same then 
that player scores points. $19.95 

DELTA RACE. A version of the 
popular moon-landing type games 
with excellent high resolution graphics 
and sound effects. Once you've land- 
ed successfully, you must negotiate 
your way through an underground 
silo. Joystick required. $19.95 

TRONIC CYCLE. You are the driver 
of a high speed cycle which you must 
manouvre within a predetermined 
grid, avoid randomly placed 
obstacles. Action sound effects, multi- 
ple skill levels, joystick or keyboard 
control. $24.95 

BREAKEVEN. Examine the relation- 
ship between fixed costs, variable 
costs, prices and discounts, on a 
specific project or product and to 
establish the resulting profit, loss and 
breakeven point. $24.95 

MAIL-IT 64. Mail-It 64 is an easy to 
use mailing list/label program design- 
ed for the 64 Requirements — 
Datasette and/or 1541 disk drive — 
VIC or RS232 printer. $24.95 

STOCKMASTER 64. Stockmaster 64 
is an inventory control program. Tape 
or diskette. Printer optional. $24.95 

SUPER SPRITE. Sprites are an amaz- 
ing feature of the Commodore 64. 
Super Sprite makes this so much 
easier, by allowing you to draw and 
edit sprites on a large screen the data 
can the be saved on cassette or 
diskette. Price — Tape $24.95: 
Diskette $34.95 

TRIP & PARTY PLANNERS 64. 2 

programs which will help you to ac- 
curately plan what costs are likely to 
be for your next trip or party. $24.95 



JUMPMAN. 
Disk or Cassette. 



$89.00 



FROGGER. 
$84.50 Disk Only. 

SWORD OF FARGOAL. Adventure 
at the highest level. Sound, graphics, 
hours of fun. $74.00. 
Disk or cassette. 

BEACH-HEAD 

The ultimate "War" game. A 
peaceful island is being held by a 
ruthless dictator and his military troops. 
As Chief Commander of land and sea 
forces in the Pacific, you must obtain 
a quick naval victory and then Invade 
the island with land forces. If your 
troops succeed in penetrating the 
island defense systems, the most dif- 
ficult challange still remains; capturing 
the enemy fortress of KUHN-LIN. 

GENESIS 

In GENESIS, you're transformed in- 
to the deadly king scorpion fighting to 
protect your domain. The fatally 
venemous spiders continue crawling 
from the earth's core as they attempt 
to destroy you. The spiders gnaw 
away at the tunnel, as you blast them 
with your deadly venom. Balanced 
cautiously on the edge of your do- 
main, you must avoid falling into the 
deadly pit. The battle intensifies as the 
spiders eat away at the walls of the tun- 
nel, and you become more limited in 
movement. Your only hope is the 
special brick which allows you to 
rebuild. Grab it if you can. 

CROSSFIRE 

They have landed and are taking 
over the city. Steadily they make their 
way across town, destroying 
everything in their paths. The town has 
been evacuated, and your regiment 
has retreated, leaving you alone in the 
city at the mercy of the aliens. The 
aliens have you surrounded, and laser 
shots fly from all directions. Your 
movements are confined but you 
haven't given up. If you are to live, 
you'll have to concentrate on where 
the shots are coming from and where 
you're going because if you don't 
you'll get caught in the CROSSFIRE. 

BLUE MAX 

You are Blue Max of the R.A.F. in 
command of a biplane 
Fighter/bomber. Your mission is to 
pulverize the enemy's airfields and 
bridges and to destroy as many 
enemy fighters as possible. From out 
of the sun, enemy planes dive and at- 
tack, machine guns chattering. From 
the ground, huge guns boom their 
deadly welcome. You smile grimly to 
yourself as another bird trails a smok- 
ing plume to the ground. Bombs away 
and God save the King! 

O' RILEY'S MINE 

Prospectors and miners have made 
fortunes overnight deep within the en- 
chanting Mother Lode country of 
California. Their wild tales of buried 
treasure still excite a world dazzled by 
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easy money. One such miner is a mad 
Irishman named Timothy O'Riley. He 
is in search of coal, oil, gold, rubies 
and diamonds. You'll guide him 
through the mysterious depths of the 
earth as he attempts to dig up hidden 
riches. But watch out! Deathly dangers 
and unknown creatures lurk there also. 
He's disturbed their peace building his 
mine shaft and now they want 
revenge. And since they haven't had 
a miner to eat in many years, they're 
more than just hungry! Being wise and 
cunning, O' Riley's prepared, for he's 
brought dynamite along. He must set 
his explosions at exactly the right time, 
though, or risk drowning in a rushing 
subterranean river. 

ALL RETAL AT $79.95 UNLESS 
OTHERWISE STATED. 



POOYAN Retail $79.95 

Bring all the excitement and fun of 
POOYAN into your home! Experience 
the colourful hi-res graphics, fast ac- 
tion, and arcade-style play on your 
own computer. It's a game of quick 
reflexes and fast thinking as you bat- 
tle a pack of vicious, hungry wolves in 
order to protect your helpless piglets 
roaming the forest. Your weapon at 
hand is a bow-and-arrow. And in your 
dispair you toss chunks of meat at your 
enemy hoping to lure him out of bat- 
tle while you catch your breath! The 
wolves don't give up easily and you 
won't either! Once you play this game 
you can't put it awayl Clinging to air- 
filled balloons, the wolves travel up 
and down the forest valley as you glide 
up and down in your tram car. As they 
hurl objects at you, you must fight 
them foff with your arrows and meat. 



Pop their balloons and look out below! 

FINAL FLIGHT Retail $65.00 

Imagine yourself at the controls of a 
small single engine plane, 1 0,000 feet 
in the air, on your final approach to the 
runway and safety. You're running low 
on fuel, but your instruments show that 
you're on the glide path, and lined up 
with the runway. It's a beautiful, sun- 
ny day, and you can see the airport 
in the distance, across the grassy 
fields. But the crosswind is tricky, there 
are other planes in the air, and it will 
take all your skill to land safely. Writ- 
ten entirely in machine language, there 
are four levels of difficulty, and you 
may choose clear or foggy weather, 
with or without instruments, and with 
or without the real-time view from the 
cockpit. Multiple screen updates per 
second give a realistic feel of flying. 
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MASTERING THE VIC-20 

by John Herriott $19.95 TAB 

The VIC-20 is an amazingly power- 
ful computing machine capable of all 
kinds of exciting home and business 
applications. The author's engaging 
style makes it more interesting than the 
average programming manual. You'll 
quickly discover that the author 
believes in introducing advanced 
features making you wade through 
tons of background material. 

WHAT CAN I DO WITH MY TIMEX 
1000, TIMEX 1500 or ZX81? 

Valentine $23.95 Wiley 

56 complete programs ready to run 
onyourTSIOOO, TS1500, ZX81 com- 
plete programs including 35 programs 
that run on the IK or 2K versions! 
Sophisticated games, fortune telling 
and gambling, file programs payroll 
deductions, graphics, a "checkbook," 
and many many others. 

MORE THAN 32 BASIC 
PROGRAMS FOR VIC-20 
Rugg-Feldman $47.95 dilithium 

This book is chock full of programs 
designed specifically for your 
machine; includes games, applica- 
tions, educational programs, graphics, 
mathematics and various 

miscellaneous programs. Provides 
complete source listing of each pro- 
gram, its purpose, and how to use it. 

DOES YOUR SMALL BUSINESS 
NEED A COMPUTER? 

by Eischen $24.50 TAB 

This practical, up-to-the minute 
sourcebook comes to the rescue of 
every small businessman who's think- 
ing of acquiring a computer system of 
any type; look at the advantages and 
the perils of converting business recor- 
dkeeping to computerization; realistic 
advice to make such decisions as how 
much computing power is needed; 
what the system should cost; choose 
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the right computer hardware and soft- 
ware components, do you need an 
outside consultant to help in planning 
your system. 

BASIC COMPUTER SIMULATION 
by Lawrence L. McNitt $32.95 TAB 

Use your computer to explore the 
unknown. This exceptional 
sourcebook introduces you to the 
specifics of modelling and creating 
simulations; a broad range of sample 
programs written in a universal subset 
of BASIC that can be used on any 
model computer! 
PROGRAMMING YOUR APPLE 
11TM COMPUTER 

by Paul Bryan $22.50 TAB 

A complete minicourse on the Ap- 
ple II. Learn how the system operates 
what it is capable of doing, a thorough 
understanding of basic programming 
techniques. 

PRACTICAL GUIDE TO CP/M 
— Townsend $32.95 dilithium 

For the serious CP/M user who has 
had some experience. Full of informa- 
tion, tricks and tutorials. Practical 
Guide CP/M deciphers the codes of 
CP/M and teaches you how to: 

Interface hardware and software 

Save your programs 

Use PIP and SUBMIT 

Create CP/M systems 

Recover lost programs and more 
An extensive appendix to make this 
book an invaluable working manual for 
any CP/M user. 

THE EASY GUIDE TO 
YOUR COMMODORE 64 

by Kascmer $17.95 SYBEX 

Commodore 64 in a matter of hours; 
become familiar with the keyboard, 
video screen, and add-on devices. 

Write your own BASIC programs; 
learn how to get started with commer- 
cially available software. 



Everything you need to know to get 
started with your Commodore 64 per- 
sonal computer is revealed in a friend- 
ly, jargon-free style. 

PRACTICAL WORDSTAR USERS 
by ARCA $29.95 SYBEX 

This book will show beginners how 
simple it is to use Wordstar. And ex- 
perienced users will learn new and 
more efficient ways of using the specail 
features of Wordstar. Step-by-Step in- 
structions for performing typical word 
processing tasks and realistic ex- 
amples using sample give instant 
hands-on experience with Wordstar. 

USING THE COMMODORE 64 
by Peter Gerrard $37.50 Duckworth 

An essential book for any user of the 
latest home computer from Com- 
modore Business Machines. A 
refresher course in Basic programm- 
ing through Machine Code, then con- 
sidering in great detail sprites graphics 
and sound. 

THE ABC'S OF THE IBM PC 
Lassellen Ramsay $21.95 SYBEX 

Designed to give you hands-on ex- 
perience with your computer — style 
clear and non-technical. Learn to: 
set the date and time on your PC, 
use basic commands, menu selec- 
tions, and handle, store, and protect 
diskettes properly name, list, copy, 
rename, and delete files use applica- 
tion programs 

Have fun while achieving greater 
productivity. 

ZX81 TIMEX: PROGRAMMING 
IN BASIC MACHINE 

ANG: Floeged $24.50 'Elcomp' 

The ZX81 is a small computer, but 
of great importance. 

The programs in this book range 
from games to data management and 
machine code. Though they are ready 
to go programs you can still make your 
own changes. 
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Sega SC-3000 Home Computer 




Now you can choose the Sega Home 
Computer pack to suit your needs, and if 
your needs change, you can upgrade 
economically any time. 

Sega Popular Pack includes com- 
puter and power adaptor plus free Basic 
IIA Memory Cartridge worth $40.00 to 
get you started. $399 

Sega Family pack includes com- 
puter, power adaptor, plus Basic llIA 16K 



Memory and free cheque book reconcil- 
iation worth $20. $499 

Sega Advanced Pack includes com- 
puter and power adaptor and Basic lllB 
32K Memory. Only $550 

The Sega is easy to command and edit, 
and has a typewriter layout keyboard, 
great colour and sound and a free manual 
takes you through the operations steps 
easily. 



Accessories are readily available. 

Joysticks — $31.50 

Printer — $399 

Disc Drive Unit (available May) — 

$599.95 
Music Cartridge — $125 
Data Recorder — $89.95 
Game Cartridges from — $59.95 
User Cassettes — $19.95 

OTHER ACCESSORY PRICES ON 
REQUEST 
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GET THIS IN THE MAIL TODAY: FREE POST 671 

To buy, cut out this coupon and Post to: NOMAC 

M n * n ^ PUBLISHING LTD. 

I would like to Order: 

P.O. Box 39-278 
AUCKLAND WEST 

NAME: 

ADDRESS: 

(zone) 

* SOFTWARE MAKE GREAT GIFTS - Be in first with your order. 



I enclose payment: ^x^ 
[_JVisa I |Bankcard 



Cardholder signature 

Date card expires ., 

ChequeQ Cheque No 

Postal OrderQ] Postal note] | 



Please note: 

THESE GOODS WILL BE MAILED FREE 
ANYWHERE IN NEW ZEALAND 



ALL SOFTWARE GUARANTEED 
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GAMES PACK 48K - $58.75. The 

brilliant value for money mult-games 
pack has no less than seven exciting 
games. Unlike most programs, you 
can eventually become tired of play- 
ing the same old thing — not so with 
the multi-games pack. When you 
have played one through, you can 
move on to another. The programs 
vary from fast reaction arcade games 
to real brain teasers. They are: Laser 
Station, Obstruction, fylazatronic, 
Maths Test, Milliblox, Demolition, 
Noughts and Crosses. 



HARRIER ATTACK — $48.95. You 

pilot a Harrier Jump Jet and your 
mission is to destroy a heavily 
defended inner island installation. 
You will have to travel at over 700 
fvlPH so as to maximise your fuel use. 
En route, you will encounter ship-to- 
air missiles, heavy ground fire and 
difficult-to-defend attacks from 
Mirage Jets complete with heat- 
seeking missiles. If you can success- 
fully defend yourself with your own 
guns and bombs, you will reach your 
target. Fly down and commence your 
bombing run. The more you destroy 
the more points you get. Then, if you 
are still alove and have not run out of 
fuel, you can then land on another 
carrier at the other side of the island. 
(Whew). 

We guarantee that you won't get 
through this game for at least fifteen 
times even on Level 1. 5 skill levels. 



All sound effects. 



INVADERS - $58.75. This classic 
arcade game, which has built up a 
cult following amongst game 
fanatics, is reproduced here for the 
ORIC Micro.This full feature machine 
code game includes smooth action 
walking invaders and options for 
choice of missile speed, bomb 
speed, invader speed, invisible in- 
vaders and overall game difficulty. 



STARFIGHTER - $48.95. Really 
stirring stuff. 

Welcome to the game Starfighter. 
You have just volunteered to captain 
one of the Federation's most power- 
ful intergalactic starships on a 
mission to clear the Andromedan 
galaxy of alien intruders. Before 
entering this galaxy you'll have to 
destroy the aliens which have infil- 
trated past the starfleet's outlying 
fighters, and are now jamming the 
star-gate to Andromeda. To complete 
your mission you must wipe out all 
the aliens in the nine sectors of this 
galaxy, and then bring your ship 
safely through the last star-gate back 
to the war-free zone. You will be 
protected by powerful but limited 
energy shields, and will have both 
long-range photon-torpedoes and 
short-range three dimensional 
phasors with which to engage the 
enemy. 



THE QUEST OF THE HOLY GRAIL 
— $48.95. The aim of this high- 
adventure game is to find the Holy 
Grail which has been hidden in the 
Castle Precarious. For you, it will 
prove a test of skill, logic, intelligence 
and luck. 

In yor quest you will encounter a 
whole host of monsters but luckily 
you will also find weapons and 
armour to fight with. Your strength 
starts at 250 but you can increase this 
by buying strength units from traders 
with jewels and gold which you will 
win on your journey. A trader can also 
sell you wound ointment to help you 
recover from encounters with the 
monsters in battle and at the end, the 
Holy Grail awaits. 

XENON 1 — $58.75. You are a fleet 
commander. Your mission is to jour- 
ney to the planet Rodon and protect it 
from the Zorgon Battle Star. En route 
you will encounter the warlike Aars 
who test your skills with their hyp- 
notic rotating battle formation. They 
have the ability to clone on destruc- 
tion. If you survive this battle you 
travel through deep space avoiding 
meteorite showers, then skilfully re- 
fuel to arrive at the planet Rodon and 
protect it from airborne attacks of the 
Paratrons. Finally, the ultimate 
accolade: try to destroy the Zorgon 
Battle Star. 

This game has been reviewed 
overseas and given 5 out of 5 for 
quality and speed. 
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sonw\te iNPUi 




"QOFTWARE INPUT" file gives you the opportunity to l;^^^^y°"'.P™fJ^'^suchts^raph^^^^^^^^ computer of 
So:n1-SoZ"So"i"'S'»7S.;i'SZp?o,». for each con«b...on pubLshed. 



SPECTRUM 

Pucman 

Donald MacKenzie 

AUCKLAND 

Here is my version of the popular arcade game Pacman. I have seen many in other magazines, but none that mal<e full use of 
Spectrum's sound and graphics capabilities. This is what I have set out to do. The game features 5 different fruits — an apple, 
cherries, an orange, a pretzel and a banana, which are put up in order. I have also made it possible to catch the ghost (a feature 
lacking in most of the Pacman games), but you had better be close to the ghost when you eat him as you have only a limited time in 
which to eat him! The ghost is intelligent and fast, except it is possible to trap him and thus render him immobile if he comes across 
a corner in the right way. Don't worry! This is not a mistake — it is a chance for you to get a go at the dots. It is quite hard to trap him, 
but not impossible, and well worth while when he is. There is only one ghost and the maze is Atari-ish iri style. The program is long 
and uses neariy all of the Spectrum's memory. The listing is long so type it in carefully and if it doesn't go in successfully at first, 
check and then re-check, as it will be worth it in the end. 1 am 1 4 and got my Spectrum for Christmas and have been on it about 2-3 
hours a day since then. Before this time, I had had no computer experience at all. 



3.001Z1 LErr v=vi: LET h- 

1 5505 I.NK g. 

1010 BEEP ^1.-10 



T ? 



1 PEST ORE 

1 R E.M- P u cm an 

£■3 GO SUB '50Se: 1_ET h.i=0 

•3>3 GG SUB 700O 

35 GO SUB S000 toiSi "D-M-r'S^"^" -- 

4-0 GO SUB S00B tS^^ p£-^P ±' S ■' 

30 PRINT INK 5;RT V.h;"#" -tciRS PR -NT pf v h' 

ISt'Ll::." P$=i"'^'- HNr> 3 5: = ''D '■ .1 -J- i "£ 
HNL- B S = "P " J -3- i "5^" •-~:'-iC' S * ='" S " J* -*- \ 

10 i_ET h =->-! -J- i INKE"r^ = " p "■ P-riD flTT 






1070 SEEP = J. J. r 

1090 B£E.J=" » 1 ,- S 

1100 .='RJNT hT v.. .f-s;- 

■? -? -? .'^ r^j— '^^' . "T ^ 



R I'V+l.. h> < >E.> — t IN.KEV $="S" .ft.NC' ST 

135 XE -P ■ / P {v.,h.-) =t>4- + f rL' cci i i Hx^ 
\A BEEP . 05 = S© -. LET S C -S, C ->-50 * f r >J : 
LET" f r \j znf ni ^X 
130 IP P.TT.P (V^hJ =2 THEM GO TO 

"^135 IF PTTP iVyh.>=131 THEr; GO 5 ^S.?!-!*^, 54- Xl^i-. "r'^-r'^'A 

5 !.■=; ■3::ii7H'-. 






1200 LET V=i-3; LET h =15 ; LET (. i = 



-IM--.S ±r JTZ! ,1-1 ^f>ft.s --^ : .- :i_r-< ^— J .^ u -5210 LET Vl=V- LET h 1 =h 



=SC-!-l: BEEP .005y6: LET dOT.=i3Dt-^ 

"^1*5 -i^RINT INK 7; PT 13,7; sc 
14-t. If- cfot-tot TH£N Lti f,-U = fr\.t 






I;. P.T IL- .> r .1 " " : _ :'iE>". i^ _ '." 

aS50 GO SUB tj£B0.- \^\J TO 50 



-hi;~GO SUE Sese: LET doUo 3^'^<^ PRINT PT Vl^hi.I'- 
iEO P.RI.NT PT Vl,bl; INK 0.-" " ; --I-SIlS PRj-.-lT X:*-;K L^" PT y..'-;;;^=- LlT 

LET vl^v: LET hl=h Vl-V: LlT hl^h _ _ _ 

1S0 PRINT .PT v^h,; TN.K 5;p$ 3t3=:0 PP.J.^iT hi sv^gn; i.Mi<. .•';"gi" 

iS0 LET gh=3h-i- igh <.h RND PTTR (g 3030 SEEP .1.3; SEEP . 1 .. 10 ; SEE? 

V .gh-i-L)^ -c >5) - igh >h PNE> HTTP <.-5V..g .g 15 S£E.=' =1,4. BEE.= . 3 , IP 

h-i) <>t:..i -;i.^4-'-.-'^ rO^' *"-i TO 10 

135 IP gh=ghl THEN LET gy =3V+ig 3030 PPINT INK £.;hT v . h ; -#'• 



i:) I" 



'' +'1 y 3-^ •}_< -"5.! — 1 SV '.' V 30-3-^ LET a * =XN.H 



PND PTTR igv-l^ghi < >5:t _ 3100 LET c ^ = \ ■• "!&'■ s^ND s * =" D ".' ^ I" "C 

IBS IF .M5 5R igv V g.S-= =tT T.HEl?^J PRXiN " .^z^v.-j-, a * ='"c^ " : -!- t *-*?" .P.?vD 3$~"3"j-ri 

T PT gvi^ghl.: INK i?; " " . Gu TO 1 ..^.. c^f.^r. a= = ""z"."> 

3'-? _ _ _ _ 3110 LET .h-b-^ 5XNKEV$=^'P=' .P-Nr- fiTT 

lt>3_-L.F; hTT.P igv ^ 9-H.. =t>4-J-.^ru:CO I T r iv , ^! ■*-!:•< .^5) - iINKE^.-S-^^O " PND RT 

ritN .i--.Rj.Nj .PT gv^g.K; x.N.K frucol; -r-p ;v.h-l'! -t;^-5-i 

BRIGHT l;C..HRSi ifru-H54-.\.- LET 9H = 3 ISe. LET V =v +( XNKEV S ="X " PNI> PTT 

Sf^+i-Su <-''l.-i9n >l-'-l . _ _, ,. R iv+1 ^h."' < :>5:' - l"INKEVa = "a" .P.N£/ PT 

1^-*? .;2-^-^t.'' ^' aVi..g.m; jLNr> 4-,^ - -ppj iv-i }-. ■> < ^s'* 

_-f^-,i^ HTTR (gv.gh.! =& THi^N L-;0 T 3125' IF PTTR "c V . h 5 =S4--«- f ru co L THE 

3-31 bi^ --^'C=^V.A -^^ S:^i=-^;-^^ ^^ 3x30 IF PTTR >:v..h)=7 TUEN GO TO 

19/ ir g!-i=h PND gv=V TH£r4 GO TO -3300 

1000 _ _ _ 3140 I.F hTT.R (V,h? ==4- THEN LET S >- 

i£0e. PR IN J hT gv,gH.; J..N.K 2; "jB" =sc-}-i- LET dot=:do^-^l 

50^1 GOTO 30 314-5 PRINT IN.K 7 : PT 1S,7;S-C 

■.930 ^Tl_'P 
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•4-1- GO 55 SB S080: 1_ET dot='i^ 

3 3-50 PRINT fiT Vl^hl; INK is; " " : 

aiSQ^PRIHT 5— vTh.; IWK 6-iP$ 
-3i7e BEEP - 03 ^ 2© : BEEP . \c.4- ,■ i0 
3 3.S0 1_ET s.h =5h -?■ i INT <.PKr>TrSS +3. FJM 
D .QTT.K fgij^shF +3.;< -: :*5.^ - ; I.s-JT 5\R.^iI>rf-2 
) -i-i hND hTXR igv , Sh -i£ -: .-S.r 

O PTTR igv+l^gh) <>5) - '^INT i:RND*2 
J ^-a HNr> -HTTP f gv -1 J ghj oSj 



i=i'. J- PIN 
GO TO -^ 



31SS IP Hi i .-: i3V.3i-i-> = 
r PT gvi.g.hl; INK -";■ " 

31SS IF PTTP igv., ghJ =o4-+ f ru cc I i 
HEN PR INT P ; g V .. g -h ; INK f r u c o L ; 
BwxiijHi 1; uHP$ L f ru + 1^4-'j : £_ET gh = 
9 !-> + i 9 h ■: =h > - ( gh > h ) 

3i3izs PPINT PT gvl^g.bi; IWK 4-;"-" 
31 S3 If^ PTTP i-gv ,ghJ -& THEN GO T 

o 33-30 

3iSi5 i_ET Sh3.=g>v: LET 3Vi=gv 
SS^Zs'Zs PRINT PT -gv^gb:- IMK T; "^" 

32^'0 Let s c =s- c 4-5 : i_ET dol=dOt->-"i 
3225 PRINT PT aw., gh;. INK 2;"^," 

r^ "3> "~^ •""'5 c? *~^~^~f i *"* fvi 

§3^5. PRIJ-iT PT gvl^g.Hi; a:f-iK is;" " 
33ia PRTf4T PT gv..sK.; XMK T.;";;" 
332© FOP f=& TO E;.- BEEP ^eSS^-f: 

BEEP > Q03 .. {- : NEXT f 
333S PRINT hT gv^gh; xNK S; " " 
334-0 LET gv=5; LE i gh=itr-: LET gv 
2. =<^ V ; LET gh 1 =g h 
3350 RETURN 

I-t^5K §: __ ^ ^ 

P'HiNi 'i-iT O_^0 

g" ; PT 3^0; " 

5005 PRINT PT 2,14-; "I 
5010 PRlt-rr '^T 0. IT; "i 

T__2.. i-7^"M m s^^^ps 

5020 PRINT ?N.K 5; PT S , ; '-,*^-^-jS%^W^.^ 

.-^ .-«»■ .TV .^ .— -^ m .-?^ .^ ^r* --n .-ft .?: .^. M. .-1^. ^. >»- ^. ^^ «Ts.in. rt^ ffi. <Tc ^ * 

5030 SRIGHT 3.: _ PR INT :tH'"-- .. ^-f y. '...•" ^ 

' "^' ^'-"^' -^ ^— 2.7 

FLPSH 




^ i^S »" i P 

" : PT 3.. 2.7 



.504.0 b:- 



y'riT -3: PR I: 



50-30 .5^RI^4T PT -^Ij-^s I.Nr. 3£^ 
i :'■#"••: FLPSH 0.: IN.K t>; " =>' 

5170 I.NK 5: P.RI.NT PT 7,4-; "■: 
3.4-; '■100"; PT 3-1.^4-; "1.50"; PI 

; "20t-""\; PT xt>., 4..; "iiij0'".: hT i7,.4-,:"'l" 

;PT 13^ 4-; "i©©"; PT lS,-2; Xnk 7; "^ 

51S0^PRI.N'T IN.K 5;fiT 9^22;"fe»";PT 

11 J 2-2 .,■ '5. 

"5"; IN.K 5;.PT 9, 

"P ■■; .PT 13 .24-; ■■^•' 

5130 PRUSE 

-J i=. ^L.* it.^ r-vx— I \_*r'.iH 

QSQQ PRINT PT Q , 10 ; "Pno ths r go? 

& t? it? Ls::. ; a * = x^4KE^i'■ $ 

&02£- I.f^ SiS-'y"' THEN G-i-i JU LsS 

5030 JF 3$ = ".n" THEN STO.i=- 

304-0 GO TO t^t-!l0 

7000 Li^ i B C =0 

^010 LET -..^iS; LET -!-f=15; LET Vl 



•' T .-i 



s^;j-tT 1.1,24-; 



Li =3: LET d< 



,-- + — 5Tl 



to 



7020 LE 
t ^■"^'"'^ 

7030^LErr gv=5: LET gh^^iS 

7050 LET g V 1 =g v .- LET g .H 1 =gfv 
70^0 LET £.ru=i 
,-t>t'0 Kt I UkM _ 

-314-0 FOR f=17 TQ 2i: ruK g =0 TO 

31: PRINT .i^R.s^'ER 1 ; PT f j- g ; " "" ; : N 
E.XT g : NE.XT f _ 




M" : ^4EXT 
~PT f'jSV'-S 



S170 FOP jL=3 TO_-i€. "STEP 

S_ _ W : NEXT f _ _ 
tj'itsv? ^uR ■ f =4- 5 U i'ci "oTtP 4-: 

PTf J ^i • 
S "^-fr^FH saSB " ■ NE.XT 
f=3. "TQ 
PT 

3210 INK 4- 

: RRINT PT f ., l ;■■»------- - 

. 12 ;"--•---'-".: PT f > 21.: " - 

' ' '• - NE.XT -^ 

8220 FOR f =2 TO 15 STEP 4 

PT f . i ; " ' " : PT f .. 5 : ■= = == _; h '. 
- : PT f ^ i 




;iNi 



- " ; PT 



jt 2^ 



.■ j=- 






T 



•-;P1 



i.; ■•■ - ■' s PT 
f^30 



: ]cL-»^ ;. " ' ~' y PT 

-^5£! FOR V =3 TO 15 5TE.i=* 4-: .?^.PZ.NT 

f .,1; ''''-- - ";PT_ f , y; " - • ' 

'-»•-*"; PT f J 2&; "''=''' 



■f^ 



S24-0 .f^OR f -4- TO 1 

PT f .3; ■'- ";.PT f ^7 
- =•■; .PT f , 1-5.; '=-■•; PT 



3TE* 



A - 



.NE.X 
>.PINT 



li J- .H -' 
-V - i;;vi." 



JNT FLPSH 
#'-■;. PT 14- y 



:-.PP-E.R 0._ I.NK _<: 

_, ^ . PT 2.4^730; "§^~^'" 
S25 x^.R INT IN.K 7 ; .s-j ■ 1 s . 1 ; " s> c o r e 
" ; s- c 

S270 PRINT IN.K 7.: PT iS ,, 22; "Li ves 
■" : .F^OR f =± TO Li; .f^.RI.NT .PT 13 , i^" 

l_'jCz -- w- .T- j-i J-f-^ -' -Lrv-*\ ^- J H: i -i- ^ * -!--c=. ^ n 1 / 

- .Ti . .-^ .— i T- ,-i .=: i-A .-7S ."^ 

^ ?£.^ . IT*'—-' J i_* i_''Tt.*u.*i:-.'' 

-n. cr i.~. T.-71 -r cz- c- ♦- 1 1 ^ cr -T~t_iiC=r*,t j ^r-v" c j- ^1 — -j 

VJ* t? ^" *=." -i. J 1 » !_• ." w* J 3 J 4— J4 i_ i— J » J u' — JL 

3501 IP frv-=l THEN GO TO S510 

3502 I.F^ fru=S THEN GO TO -3520 
8503 IF fru=3 THEN GO TO 3530. 
S504L IF fro =4- THEN GO TO BS4-0 



3505 IF fru=5 T.HE.N u 



< KJ CSt-tr-kS 



3510 LET .f .i-U CO I =4-; .»--RXN i HT '3 , Xt> 
; BRIGHT l; I.NK .f r U CO I J " &" : RETLi 

r~\ !■•> 

3520 _LE7 

; ".Plt^Hi 

PN 

3530 LET frUCOL=S: PRINT PT 3 » 2.5 

; BRIGHT 1; INK f ru CO L ;"#'": RETU 

: BRIGHT i; IJiK f ru co I; ''i^' : RETU 

a.'550 LET .frL«CQl=&; PRINT PT G , 15 

; BRIGHT 1; INK frvcol;"J": RETU 

ON 

3920 RETURN 



f r VCO I ::r2 . PR XNT .PT y ^ 1 5 
1; J.NK. f rL« CO c ; "<a* .- Pt:TU 



■^0i.'!0 t-O'? 



3 =LiS.£ 



TO OS.P 



=. + . 



3010 REPD us-er; POKE abuser 

3020 NE.XT S ; .RETUR.N 

., 12S , &© _ _ _ 

'=i030 L^hTh 0, t>ts , 135 iiiOi, 2s^;^ ,255 , : 



fksPi 



> l2-^ ,- t-t.- 

■z~iLT^-iD U}->. i H t-0 



125^24-3^: 
125 J, 255 ,. ; 
>PTP 50 y 125 J 31 



55 ,231.. 135 



3050 

, 50 

3070 DPT.P 33 J 102 ^ 231 , 23 1 ^ 2iz>5 , 255 

.. 125^,30 

30S0 E>.PTP J. ,- 123 ^ 135 , 255 j 255 , 12 

5 y 50 

."~-. x-?» -Cb 1-^ r^- -.--■. -^-i—^ -r=i CTf. iT-. ."-?i -2>i^-^ -~"'^"'— . -^ -_-■;■—. J-ilrt 

=* It,^ ZZ^TL.' L.-'7-l i !—: -i^' ,- K.' V SC_' / V.' jf J=: *_■ »_■ y i= w- .-■ / *- — ■ , A-» ^t.* 

3100 DPTP .,0^,0., -50.. 125, 125 , 00 

3110 DPTP .- 0.0, 24- = 24- , , . 

3 120 DPTP 123 ^ 55 y > > J . 5t> , 123 

3130 D.PTP 12„24-^&2.< 127^ 127 , 127., 1 

3 1 4-0~r'PTP 3 , 2 ^ 5 ,, 1 y 50 ,- 113 .. 4-5 , i- 

«-k -T cTi-jk r^sz^-^izj »^--* •! -^'^ --^cr-x o*=r*~i -^*=r^ -:ri<=T<=^ 

= iC;^ L'H I H Ot-' J X=.Q / ^z.^ ji. i coo , i=.v.<C3 .. .=.Oi_' 

,- -i.=.0 J -O'.;.- _ _ 

D.PTP ., 102 ., li:>3 V -li:--3 , llz-o , '30 ^ 1 



31S\, 
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i9/ 14. 



S5^331 

■3X713 DflTfl &j£i &j •i-5-,33^-50..24-3 , iX2 , 

SiSCi i:'fl}VJ t.'^ ^ 102, iii^^w it^b ^ its ^ 3i35 3 b <" d £ f 9 h i 

Q£00 E>PTO £S,B£^ 4-2, 107, -127, -127^1 4 # iQ j^ t # ;S 

09 ,. 73 !» n o p *^ r s 






SEGA 

Astro Laser 
David Palmer 
ROTORUA 

My hi-score is 44,511. 

The object of the game is to shoot down different letters and numerals as they fly across the screen, while at the same time, 
familiarising the keyboard. To shoot the character, just press the key that corresponds to that character. 

The playing level, which you select at the start, determines how fast the characters move across the screen, and also how many 
points you get for each hit. The number of points for each hit is also dependant on how quickly it is hit, the fast the more points. 

To start with, you have five lives — each life being equal to ten hits. So after every ten hits, a life is lost. A life is also lost when a 
character goes right across the screen without being hit. Also after every ten hits, or a missed character, the game steps up a level. 

The game is designed so it is impossible to start in a slow round and get a high score. The way to get a high score is to start in as 
high a round as you can handle. 

THINGS TO WATCH OUT FOR: 

Delete all spaces between words and statements so as to keep the speed up. 

In lines 310, 330, 350, 400, 1250 you put graphics characters inside the quotation marks. 

In line 1280, there are 14 graphics symbols, a space, then words "letters and numbers". 

Be careful when typing in the data or else the whole screen will be painted green and the game ruined. 

When asked if you want instructions or not, input either one or two then press CR. 



10 REM FlSTR0tt2 

20 REM BY DAUID PALMER -31 ./3./84 

30 CLS 

40 SCREEN 2,2;C0L0R11, 1.1 C0,0]-C255, 191 

T, 1 

50 2$--=^^PiSTR0 LASER" 

60 LINE C20, 110]-f215, 113], 12,BF 

70 LINE C20,87>-C21.5,90], 12,BF 

80 U=23 

90 FOR 1=1 TO LENC2$3 

100 COLORll, 1 

110 S$=MID$r2$,2, ID 

120 FOR X=240 TO STEP -20 

130 SOUND l,X+90, 15 

140 CURS0RX,96;PRINTCHR$f 171 ,S$ 

150 CURS0RX,96:PRINT CHR$C83 

160 NEXT X 

170 CURSOR U,96;PRINT CHR$C17D,S$ 

180 U=U+15 

190 NEXT 2 

200 SOUND 

210 FOR 2----23 TO 203 STEP 15 

220 LINE C125, 191.1-f2 + 7, 101 1,8 

230 BLINE f. 125, 191 1-^2 + 7, 1011 

240 CURS0R2,96 :PRINT CHR$C81 

250 SOUNDl,2+90, 15 

260 NEXT 2 

270 SOUND0 

280 RESTORE1400 

290 SCREEN 1 , 1 ;CLS :;C0LGR1-, 7 

300 CURSOR 5, 10 -PRINT'DO YOU UJANT;-" 



310 CURSOR 5, 11 :PRINT'^CGRPiPHICS,SHIFT + 

Gl*13'^ 

320 CURSOR 5, 13. PRINT'U, INSTRUCTIONS 

N HOUl TO PLAY, "■ 

330 CURSOR 5, 16 ;PRINT'^ [GRAPHICS, SHIFT + 

N]*2'^ 

340 CURSORS, 16 ;PRINT''2. TO START GAME." 

350 CURSOR 5,17;PRINT " CGRAP.HI CS, SHIFT 

+N1*2" 

360 INPUT F 

370 IF F--1 THEN GOSUB 1230 

380 SCREEN 1, 1 ^CLS 

390 CURSOR 5,10;PRINT MNPUT LEUEL:1 T 

10" 

400 CURSOR 5,ll:PRINT " CGRAPHI CS, SHI FT 

+61*19" 

410 INPUT F 

420 SCREEN 2, 2 .-CLS -COLORl 5, 1 , [0 , 01'-C25 

5 , 1911, 1 

430 S----0 

440 PATTERN SttO, "010507FF7F3F077F " 

450 PATTERN Stt2, " 0040C0FEFCF8C0FC" 

460 PATTERN Stt4, "004020101D0F270F" 

470 PATTERN Stt5, " PF0F070F 1 01 82040" 

480 PATTERN Slt6, "8081 929CBCF8F0F8" 

490 PATTERN Stt7, " PFF8F0F8DC8C8281 " 

500 PATTERN S+t8, '000824 1 C7F 1 C2A08"' 

510 PATTERN Stt 1 2, " 0103070F1 F3F7F7F" 

520 PATTERN Stt 16, ".7F7F3F1F0F070301 " 

530 MAG 1 

540 L I NE C 1,11-1 255 , 3 1 , 5 , BE 
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550 LINE C255,3D-C253, 1903,5,BF 

560 LINE C253, 190D-C1, 188.1,5,BF 

570 LINE CI, 188 3- C 3, ID, 5, BE 

580 LINE ri0,22]-C245,25],8,BE 

590 GOSUB 1400 

600 CIRCLE C 30, 35 3, 5, 1.1, 1,0, 1, BE 

610 CIRCLE r.200,50D, 10, 11, 1,0, 1 ,BF 

620 BCIRCLEC190,50 3, 1 7, 1 1 , 1 , . 25, . 25, BE 

630 CIRCLE r. 100,70 3,3,8, 1 ,0, 1, BE 

640 SPRITE 0, f 1 18, 1653, 0, 11 

650 SPRITE 12,1245,853,12,5 

660 SPRITE 16, f245, 1053, 16,5 

670 K=E+15 

680 FOR A=1TO70 

690 B=INTCRND[13*138 3+6:C=INTCRNDC13*2 

403+8;PSETCC,B3, 11 :NEXT f\ 

700 CURSOR 10, 10;PRINTCHR$C173 ,'^YOUR S 

CORE IS:0000'' 

710 D=INTCRNDC13*423+48:!=1$=CHR*CD3 :L=L 

+ 1 

720 EOR E=245 TO 10 STEP - F^CURSOR E, 

96: PR I NT CHR$C163 jf^^ :S0UND1 , E*l 1 , 15 :B$ 

=INKEY$ 

730 CURSOR E, 96 SPRINT CHR$C83;IF B$-A$ 

THEN 780 
740 NEXT E 
750 E--E+3 

760 IE K<F THEN 1020 
770 GOTO 710 
780 IF K<F THEN 1020 
790 LINE C124, 1653-rE,963,8 
800 LINE C126, 1653--rE,963,8 
810 BLINE C124, 1653-CE,963 
820 BLINE C126, 1253-CE,963 
830 COLOR 9, 1 

840 CURSOR E,96:PRINT CHR$C 163 , '^ *" 
850 SPRITE 8, rE,963,8,9 
860 FOR Q-ITO 30:NEXT 
870 CURSOR E, 96: PR I NT CHR$C173,"*" 
880 SPRITE 4, rE-7,893,4,9 
890 EOR Q=l TO 40:NEXT Q 
900 CURSOR E,96:PRINTCHR*C83 
910 SPRITE 8, CE,963,8,0:SPRITE 4,rE-7, 
893,4,0 

920 SOUND 4,1,15 
930 FOR T-1 TO 20:NEXT T 
940 SOUND 4,2,0 
950 COLOR 11,1 

960 FOR 2-175 TO 235 STEP 12:S0UND 1, 
INTCRNDCl 3*3003+1 10,15 
970 CURSOR 2,10:PRINT CHR$C83 
980 NEXT 2 
990 S-S+INTr.E*F/43 :CURSOR 175,10:PRINT 

CHR$ C 1 7 3 , S 



1000 IF L>10 THEN F--=F + 2:l = 

1010 GOTO 710 

1020 X$-"GFiriE 0UER2" 

1030 1-40 ■ 

1040 SOUND 

1050 COLOR 9, 1 

1060 FOR G=l TO LENCX$3 

1070 Y$-niD$CX$,G, 1 3 

1080 LINEC 125, 96 3- CI +6, 1323,9 

1 090 BL I NE C 1 25 , 96 3 - C I +6 , 1 32 3 , 9 

1100 1=1+14 

1110 FOR 2 -15 TO 1 STEP -2 

1120 SOUND 1 ,320, 2: SOUND ; SOUND 1 , 330, 

2 

1130 NEXT' 2 

1140 CURSOR I,133:PRINT CHR$C173;Y$ 

1150 LINE CI-8, 1463-CI+15, 1463,9,BF 

1160 SOUND 

1170 NEXT G 

1180 FOR AD=15 TO 1 STEP -1 

1190 A=INTCRNDC135ic2003 

1200 SOUND 1,310,^D:SOUND 1,360,RD;SOU 

NO 1,4 10,, no 

1220 GOTO 270 

1230 SCREEN 1, 1 :CLS 

1240 CURSOR 9,l:PRINT "*INSTUCTIONS*" 

1250 CURSOR 9,2:PRINT '^ C GRAPHICS , SHIFT 

+B3*143'' 

1260 CURSOR 0,4;DRINT "OBJECT OF GFHIE 

1270 CURSOR 16, 4: PR I NT "TO SHOOT DOWN 

INUADING" 

1280 CURSOR 0,5 SPRINT " C GRAPHI CS , SHI FT 

+63*143 LETTERS AND NUMBERS." 

1290 CURSOR 0,7;PRINT "THIS IS DONE BY 

PRESSING THE KEY OF" 
1300 CURSOR 0,9:PRINT "THE LETTER OR N 
UriBER OF THE CHHRACTER" 
1310 CURSOR 0,ll:PRINT "FLYING ACROSS 
THE SCREEN " 

1320 CURSOR 2, 13: PRINT '^UJHEN ASKED TO 
INPUT PLAYING LEUEL" 

1330 CURSOR 0,15:PRINT "IT IS AS FOLLO 
US :-" 
1340 CURSOR 0,1 7 -PRINT "THE HIGHER THE 

lEUEL the FASTER THE"' 
1350 CURSOR 0,19:PRINT "CHARACTERS HOU 
E ACROSS THE SCREEN " 

1360 CURSOR 2, 22. PR I NT "PRESS ANY KEY 
TO START. " 
1370 A$-INKEY$ 
1380 IF A-$-"" THEN 1320 
1390 RETURN 

1400 DATA 12,166,25,159,25,159,35,174, 
35, 174, 42, 168, 42, 168, 49, 1.77 
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Miiai',7i1;l 




162,211, 162,222, 143,222, 143,230, 169 

1460 DATA 230,169,243,152,243,152,247, 

159,247, 159,247, 1 85, 8, 1 40, 12, 1 66 

1470 DATA 8,140,8,185,8,185,247,185,24 

7, 185,247, 185 

1480 FOR I-l TO 30;READ XI, n,X2, Y2:lI 

NECXl, Y13-rX2, r2], 12:NEXT I 

1490 PA I NT f 9, 184 3, 12 

1500 RETURN 



1410 DATA 49,177,60,156,60,156,69,179, 

69, 179,74, 164 

1420 DATA 74,164,85,177,85,177,93,164, 

93, 164, 104, 179, 104, 179, 107, 173 

1430 DATA 107,173,145,173,145,173,148, 

177, 148, 177, 161, 159, 161, 159, 165, 162 

1440 DATA 165,162,172,150,172,150,183, 

174, 183, 174, 191, 166, 191, 166, 194, 168 

1450 DATA 194,168,200,149,200,149,211, 



JRIOOV 

NIM 

M. K. Moffatt 

GLENFIELD 

The program will run on practically any machine as the program is straight BASIC. Instructions are in the program. 



^;i REM Nin BV MURRRV MOFFmIT 

10 CLS 

20 LET M=l? 

25 PRINT "DO VOU WRNT INSTRUCTIONS (V/N)" 

30 INPUT Q* 

40 IF t!*="N" THEN 90 

50 PRINT 

60 PRINT "IMRGINE THERE ARE 17 MRTCHES" 

70 PRINT "RND VOU CRN CHOOSE 1 .. 2 OR 3 RT" 

75 PRINT "ERCH GO. THE OBJECT IS NOT TO" 

80 PRINT "BE LEFT TRKING THE LRST MRTCH" 

90 LET K=0 

•35 PRINT 

100 LET K=K+1 

110 IF H:>5 THEN 180 

120 PRINT "HOW MflNV MRTCHES DO VOU WRNT" 

125 PRINT "THIS IS RTTEMPT" .; K 

130 INPUT J 

135 LET M=I1-.J 

140 LET C=4--.J 

150 PRINT "OK I CHOOSE" ;C 

155 LET M=ri~C 

160 PRINT "THERE RRE".:N;" MRTCHES LEFT" 

170 GOTO 100 

180 PRINT "VOU LOSE" 

190 END 



SPECTRUM 

Line Re-number 
James Palmer 
DUNEDIN 

Line Re-number was written on a 48K Spectrum, but I see no reason why it shouldn't work on the 16K model. 
Great care must be taken when entering the program, as even an extra space would stop it working properly. 
Goto's and Gosub's are not changed. 
To use type 'Goto 9000.' 



9010 

9020 
9030 
3636 
904.0 
3628 
904.5 



INPUT "Starting Line Number 



INPUT "incrementation ";x 
LET a=PEEK S3635+2S6*PEEK 

LET b=PEEK 23e27'+256*PEEK 

LET b=b-353 
IF a=b THEN STOP 



S 



9050 POKE a , INT (y/'256): POKE a + 

l,y-256*INT ry/'2B6) 

9060 LET a=a+2: LET C =PEEK (a) +2 

56*PEEK (a+1) 

9065 LET a=a+2 

9070 LET a=a+C: LET y =y +X : IF a < 

b THEN GO TO 9050 

9080 PRINT "Renumber Complete" 
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SOFTWARE INPUT 



VIC 20 

(UNEX) 

GHOST MAZE 

P. HANSEN 



This game is a maze that you are put 
in if in a random place you can only see 
right in front of you the maze walls are 
you are . The object of the game 
is to get to spots marked in as less 
moves as you can, but watch out for the 
ghosts marked if you get too close 
to them you will get zapped off to 
another place in the maze. The game 



is a bit hard to get used to because you 
move forward with x turn right (90°) 
with m and left (90°) with n. Even 
though you move, you don't really 
move - the maze moves around you. 
You can have fun putting more sound 
in changing colours and graphic 
characters so here is the program; 



1.0 DIM E'::?0> 

20 DIM V$<4.. 3) 

:?0 DIM r\3) 

49 iU~="" 

5 i\ $ ■■■- \A :;i:: I- ■ ' \A Pi y y \a \a \a \a id ' • 

D0 pj;*::::::i.'.|*4-'i31 1. 1 1!/I0:|. 10" 

7 Pi !.., I :!|;: -: I., i $ -i- "0010 1 1 1. f 3 Pi " 
80 |...|$ - I..J $••!■■ "yyl 10101 10" 
3 gi N i ~ W $ + ' ■ i 1 1 1 ' ' 
100 [...!::!:::-:!..,!$•■!•• "001 1 1 1 1 100" 

1 J gj \A :|: ~ l,J $ H- " 9 Pit ' ' 

120 FOF<I-1TO7'0 

1 30 E ':; I > ■-','!-■!!.._ ':: M I Jji (. m , 1 , 1 :) .:> 

140 HEXTl 

160 G™0 

J 7 >:; :::: T H J ( R fi ] J (, j. ) * 5 ) -I- j. Pi 

1 80 I ?■■::• ':; :••■ > <::•■ i inEh^ goto i ?& 

190 GOSUB860 

200 D=INT(R!-!D(1 >*4,?+-l 

2 1 I FK=-G+ 1 0ORX=G~ 1 0THEN GuTu 

220 I FX-ij+ 1 nF:::-V"G-- 1 the!--! GOTCi 1 7 

230 H==H+1 

2 4 I r H - 5 T' H E- H ij S U B 8 6 & 
250 GOSUB3y0 

2b0 GETH:f 

2 7 I F H $ =""J I- ' E; H i 3 1 J ■ r 2. 6 Pi 
280 IFh$^^^:"M"THEHD^^^!>+- 
290 IFh$--"N"THEND-~D- 
300 IFD-5THEND=1 
310 IFD==0THEHD==4 
320 I F R ■$ <. y ' ' 7. ' ' r H E \-\ G J 2. 1 

330 I F]> 1 RHLilE ( 7 1 Q > <;;-0THE:!-i>^ 

340 T Flj=-3RHDE ■;; ■<+ 1 ) <;>0THEN -v 

3 5 I F' D = 2 F! H D E- ( 7 + 1 > < 7 T H E i ■•! 7 ■ 

3 6 I F^ D = 4 ft H D E. < 7 1 ::■ < 7 T H E M 7 ■ 

370 lFE.<7')=9THc}-\GOTO330 

380 0010210 

390 FOR 1-^1104 

400 r=i-i 

4 1 M J J ( -i 1 (J 4 2 .. 4 6 • 5 .■ • ::' 4 

420 F'; 1 :i-=X-- 10*1+1 

430 F(2>=K"-10*T 

440 F(3>=X--10*T- 1 

450 GO'rO5?'0 

460 F'( 1 )"X+10+T 

470 F(.2.')=7+J 

480 F<3)=-!-v-10+T 

490 0010570 

500 F( 1 )=X+10*T-1 



170 

Pi 



- 1 
•I- 1 



I J 1 

520 
5:-;i0 
540 
550 
560 
570 
580 
590 

600 

610 
620 
630 
640 
65i0 
660 
67'0 
680 
690 

700 

710 
■?'20 
■,^':-;i0 
740 
750 
760 

■■?-;• I M 

I I I:j 

7F:i3 
790 

S00 

810 
32.0 

!-:l':::0 

340 
350 
860 
870 
880 
8::?0 
9 Pi PI 
9 1 15 
920 
930 
931 
33 Z 

934 
935 
936 
937 
940 



F(2)"=X-!-10i^T 

F <3>"-=X+10*;T"rl 

GOTO570 

.-.r.... I M 



I- 1.. .1. ..I :=,-.■• 



■■[■ 



F0R..J=:1T03 

I FF ':: ..J ') <. 1 (JRF ( J ') !>!:5::;i' l1--!Erl(-iiZiT i: J :;:>■••(■ 

I FE ( F ':: ..J ) ) -- 07 FIE I--!','* ( I .. ..J > ~ " W 

I FE ( F' ( ..T ::■ > -= 1 THIEH','::!:: ■:: I .. 3 ') ■-■■ " " 

I F'E '■. f <. J > > '--F'T' HE! !■■■!'',•':£ ( I ■ .J ) -- " * " 

I f^E '• F ( J ':■' > =~2THEn--l ','::!;: '; •: .. ..J ') -■■■"'^" 

NEXT.J 

V*'. 1 .. 2)-" t" 

RRIHT":3" 

PRINT 

PR I NT " ****G!~10ST MAZE**** " 

PRINT 

PRINT"FORWhRD X" 

PR I NT "TURN RIGHT M" 

PR I NT "TURN LEFT N" 

F0Rr=lT05 

PRINT 

NEXT T 

F0RI=4T01STEP-1 

F0R..:n=:3T01STEP~i 

p$::::P:f;.fV$(I,. .T) 

NEXT-J 

PRINTrHB(7>.;p$ 

NEXT I 

RETI.„IRN 

V$(I .. .J >=="§;:" 

GOTO630 

E'::G)^=1 

G^aNT(RHi:i'::i>*50 -+-10 

I FE ( G ><::> rrHENGOTn870 

E03>:~2: 

H==:0 

RETURN 

PRINT"VOU-VE ESGRPED" 

P0KE36878.. 15 

FORL==1TO100 

POI<:fi::3;Ei 3 76 .. I NT' < RhJI) ( 1 ::' *; 1 2i3 > + 1 :"::F 

FORM" 1 TO 10 

NEXTM : NEXTL 

P0KE36878.. 

POK E 36876. .0 

PR I NT " I N " .; 3*5+H " MOVES " 
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SOFTWARE INPUT 



PROGRAM MAP 



ZX81 16K 

Moon Patrol 



SHAYNE BURBERY 
GLEN EDEN 
AUCKLAND 7 



Line(s) 


Routine 






1 


Machine Code 


6500 to 6590 


Title 


2 to 240 


Variables 


7000 to 7180 


Set up screen 


570 to 800 


Stage 1 


7500 to 7600 


Jump 


820 to 1110 


Stage 2 


8000 to 8010 


Shoot 


2010 to 2270 


Stage 3 


8500 to 8600 


Bonus 


4500 to 5030 


Crash spaceship 


9000 to 9230 


Game Over 


5500 to 5990 


Special bonus 


9500 to 9990 


Instructions 


6000 to 6300 


You crash 


All grey characters 


are Graphics shil 



KEYS USED 



1 to 5 
Jump 



6 toO 
Shoot 



QtoT 
Back 



YtoP 
Forward 



a REM £-£RND« j_ 



FflST SGK' Vi 



GOSUB J3<X4- POKE T.RN 






: w" l;> irr ?— " t H. i\ ll. 



li. ^ i_ i^ / t-' — J. i? t? v^ 

S<3 LET E.S = "'l3Ea^£2'" 

3e LET L-3 

4-e. LET K=0 

555 LET S:=l_ 



110 LET hS i l; 
12'Zi LET fiS {SJ 
1"3>3 LET 




-4-i3 GO "5 US S5t?£! 
§70 QOSUS "5000" 



T " ttN5 p"7isSi><}T~ "fp^asy " ft>jb''RND>M> 

10.;ThB USR 16514-.; RT 1^ l+F,^!©.; "B" 

S-35? PRINT AT C-i - 1 ,. H - 1 ; " gagyUJUl ■ - gtT" 

g.h; }-:3 

§80 LET G=G4-1 

&lti LET_H=H + 1 

S:30 LET D=PE:E.t\ iS4-SX 

6-35 IF E>=25E. THEN GOTO 700 

^ --^ C: nii"^ "^MT" 0*^~ "^-^ ■^'" * " ^-eJcMSg ': 

O^'D >-f-lj.!-lj }-l I ."I .« 1 ^ _ _ -_ 

S4-0 LET V=V -J- (D=i£2;j Hfiu Y<13>-(D 

= aSl SND V">3> 
e-50 IF D=24-~ THEN GO-SUE- /50© 
65© IF D=23-5 THEN G05U3 S0SS 
■7V30 iF PllK (C+X*v^;j5+V "+4-1 ■: ;i i£o T 

HEN GOTO 600(5 

; }-: r^ fj v^ i_J r i_} •!> t? *L? -J-? 

310 GOSf'S SS00 

620 GO-5US "7000 

630 LET H=M-2 

1000 FOR F=l TO 200 

1005 PRINT hT 1.1+F.'-10; "S" 

1010 P"X'^JT fiT V ^v ■ "^H ?« ■•■ : v^-p 2."? 2 

S^DfiJNT' VrND *2 + i > ^ _hND fI^&^XNT 
■'~i'=' •Hij|D_ kNi£ >M..- 10.; i^His; Ui-H it.t>14- 
lOiiy LL I L'^PtEK lt:'4-iil 

i i^ ..2" ■lI]' 1 ^ s_' ^ ^^ ?~w J^i ! I ; i^ i^' ■_;■ i > j ^t .^ ^£ '— f If' i 
-^ »-?. J* .-». r-\ r*i -T- *. t-T- *— *-r- 



1 ^ 



JL. 'U '_*■ '!_' 


-l.;~ 


;_' — r:: --j- 


J- 




rii:.: 


:v 


10G0 


J_2 


PSE^K 


t 


!~^_ 


-r.X 


^ 


sHEN 


GOT 


r— * .:: -r?, --> 










1100 


: j=^ 


r K =:K 


-r3 








110^: 


—•-—: 


Tr.-T ::!!: 


~i~ 




•"' ,• ■ 


■::■ 


pt 'i. * "■ ' 


r^ 












■; ^ -1 :7t 
















:~^ i"; 


sj;b s 


S0 


Vi 







^t.ir-, Cf.-vj 



ci01l.5 LET ri — 5^-rc^ 

2020 FOO p=l TO 200 

2025 PRJ^■fT RT 1 . l-!-F.--10 ; -O" 

2030 IF F>1 THEN GOTO 205© 






:'C?i=^; 



.-■ xti.; -hT 13 .. 2S^«$ i 1 



i?> : 



NT ^Rr-4D^2-rlJ J 

sTiMD wMD ^M /10 ; Ti=;B U-5R It5t>'i4- 

2060 LET D^PEE.K 164-21 

2070 IF 0=255 TtiE:N GOT O 2200 

2090 IP D=£4-7 THEN GOSUB 75SS 

-210© XF_D=S3G THEN_GD-5U£; SSes 

Hllk- i-szi Y=Y-J-i:i.^=;=:]=;3 isr4u Y < l&'s - iD 

= 2 51 H .^i D Y > 3 .> 

2200 IF PEEK f C -s-X 3-33+Y-J-4- J < .- 123 .' 

i_i C3- -. * »— ■ I— \-r- m— . 1^ »-5, ■-* ■-> 

. ;- j_ . -^ ..- ._. , ,_^t ^. ■il' i:-' ^£_» _ 

2210 IF PEEK i C -j-X * w- i5 -T- y •}- 3 /"" .! <J>13& 

-"3 ■^"i ■'a- --s, I rr--T- i_:_i— I 1 1 

^'^'~'— ' ^!=^ 1_ "— -'JT-i- ^ 

G .. H ; K S 
2250 IF G = 17 THiiN GOSUB 4-t>t?0 
2260 LET .K=K-i-4- 



G + i^H; OS i INT iRND*2i-l> i 

5000 LET G=3 

5010 LET H=INT i^.t-ii.' ~XQ--h ■<.•:• 

S020 LET KS=FS>:iNT iRND 3-4- + 1 .1 J 

5030 RETURhJ 

^:^.c.-,3 f^nc- t=s tq 22. 

5510 P R T NT HT 1 ^ © ^ ' :;^^^^^Mi^il^ 

F520 ME.XT I „ 

; R ; "!S 




5545 LET 5=E+1_ 

5550 PPjJNr Ri ;;-\i4-; "S 

ET cr cz r> •=■.—. r-* 5= -1 ~t~ »~> -t f7» ^ =r 

^1 0»?Z> t? I »_I>"\ J — -2- i O -i^»iJ tri-i 

5570 Lt j K =?"'\ THi:'tT 



560 PRINT -RT 5 ,- 4; "S«!ll^" ; K 

55'9i0 M£XT E 

5600 LET H=M-1_ 

5S6 10 Fi_!h: E = 1 Tu' i£0 

5620 NEXT E 
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SOFTWARE INPUT 



■ r^ ^\ »-*. I—, cr— s- 1 1 r*. v, i 



■j-F^ 



§©70 LET X=X+^T 

6©75_ PR XNT fiT X ^ FJiiD *3 + U -3 ; CHR $ X 

6077 pC- Jf^'T PT X-i ^ U-2+P:ND--#9; CHR* 

XNT i:RND*S;i 

50S0 NEXT r 

SieS J_ET L-=L-1 

SiiS X.- i_=C» THEfSf GuTXJ "jStfO 

6 1ii s='OtJ E=l TO 15 

S.I 12 NEXT e 

5120 C-5_S _ _ _ 

Gi-35 ZP D^£ OR jD-Si .-"3 = JWT iiB— 2 

S1*0 GOTO £010 

§200 PRXNT RT X,V"-2;*'a_ '^ ■'^- ^" I 

HT X — 1 .. V -:.:■; "1 M :« =»» °g" ; HT X -2 ., '>'—:_■ 



S5SS PETUkN 
&4-90 RETURN 



Prx 4-ij;^^_ ^ 



t ^' .« .■ S «"S ? tf S M ■ 

ESB i_i_ £ sSS sssla 

f Kill 111 out 



s s a _ , 

eS15 PRINT •■** 

«ii%'ss»sf:;smti$«ss£s»«>'s««a«a«tss^t. • -j-f^g g- "RV" ^ B *^URB 

EC-V '' ^^ w. - -^ 

SE17 FOR E=l TO 1S0 

552© NEXT F 

S590 RETURN 

7010 FOR 1=0 TO 17 

7030 NEXT X^ 

704-0 PCfP X=1S TO 21 

70S0 PRXNT "M 

7050 NEXT I 

? 70 R R INT RT 0.-0.: "g^ 



,- vy'50 i--f-i: J.!^ i j-! i ^^-Cj = " ; i-: ; j. ,. J 1 , 



•• a 



*- Xf^0 |-H1 N.' gi -f--- 1 ^ Miii*«!Jt<U»tti>««»s;iajiitiJSiiB 
7130 PRX NT RT 3- , 1 r " jggi^fesiaisj^sjrS:^" ; ^i ; 

^* ^*." J-.' J~g^e^ ■'" ■— ^ ■■ -1-tT Cj ^ i:i0j 'S ^^ ^^onaB 

714-0 PRINT RT IS^ ; "■•* 00=*™"" ; RT 1 



— F cr J-* «-» -r-^ »— . 4.. « r-k. * < .^r ,—. - j »= c=- •« -■ 

7505 RhND USR lt-S14- 

7510 PRINT hT X -1 > V ; "g ^"^ *" ; TRB US 

R 16514- :RT X -1 ■ V ■• " aJBriitg " : T^R USR 1 




TflS USR 15Sl4-;RT X-l^V"; 

USR 15514. RND Y>6 
7520 FOR E=0 TO 3 
7530 IF PEE:K (C4-X*53t-V^1-*-E) < >i; 

THEN GOTO SSSS 
754-0 NE.XT E 
754-5 RRND USR 16514- 

7560 XF PEEK (C ■{-X*334^Y + 54- + E;i <>. 
e THEN GOTO SOO© 
7570 NEXT E 

-—'---1- r-#5— r T- K t-T" »— .-T- -^^ ■».-■ - 

!- r-. -i-i^^? IZ_!__-" ^ ' ' 



S01Q RETURN 
3SSO FOR E= 

'_• -_• -1- ^« I— r-1 .!_ r-1 ! 



■c^ .r-:v r> r^ 

» -• •C" «-" K.' 



1 TO 100 

t~>~7^ -J tn tr- - • 



RS4-^3 PRXNT RT X ^. 0,iJ\^^^^«^M^^^^S 

"S55€rTTEXT""T ~"~ 

e-5S0 PRXNT RT 1.4-: "f^gMpP 



-5^4-; 



S^";K;fiT 7,4-, 






'1 t^ '"^ '"'i • '^ 

S56S " PR IN T hT 9 , 4-.; ' ' iSga^gg^^^^- ; j ; 
RT 11^ 4^^| ^^'^j E^; QT i Ft , ^ : "Bg^-Si^iga 



t5S>^-0 f-UK iZ — 2. : U O rf-e 

S5 7S 1_ET K=K-J-200 

SSS0 next'e'"' 

35-90 FOR E = l TO 20 

3592 NEXT E 

3595 LET B=B+1 

S5'3"^ Ci_S 



RF.! 



—I- 1 J r-, K s 



T 12 .. 4-; '-^^Si55^-' ; K 

■3001 XF K.^U J HcN L-C S U=K 

S002 XF K =U THEN PRXNT RT 15,4-; 



; R 



9003 XF K=U THEN INPUT E$ 

9004- XF 1_EN E$.^10 TH EN GOTO 9003 

9005 PRXNT HT 20 , 4. -■ " fe|gj:gBg5l=gS^sgSlgf=4 



9005 

seis 

9020 
9030 

9210 
9220 
9230 
9500 



PI r-. -r fc. *-i- .—.-T- -T zr- ^ - 



IF INKEV$="N" THEN 
GOTO 9010 




LET L.=3 
LET S=l 
GOTO 50i 
CLS 



9510 PRINT 



"ts TO = ::-HuuT 
TO P=RIG.HT'' 



u: 



, "1 TO 5=JUfiP" 
TO T=LEFT" , "Y 



9520 PRINT J , 
C.e?mTE^"=- i^HD 
OOT ING ~ ROCRS - 
RIGHT YOU GO 
GE YOU CRN 
THE RLXEN 
9500 PRINT 



UUMP OUER THE 
T.HE MINES UHXLE 3H 
THE CLut>£iK Tu Ti-i£ 
THE G.RERTER C-ISTRN 
UUMP . UfiTCH OUT FOR 
S P H C E SHIPS. " 



^gj-e-,BayT5Mra^i B'i -aa'i5i-^-fmif'T^ J- 

951© xr I.N.KEY^<; "1" O.R INKER'S .-> "5"' 

THEN GOTO 9S10 
3700 LET H=URL XNKEY5 
9S0S LET H=M-^2 
9990 RETURN 
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SOFTWARE INPUT 



VIC20 

Find and Merge 
Grant Drake 
NORTHCOTE 

This program is both a "Find" and "Merge" program — the "Find" routine will locate any variable, letter or word in a program — 
e.g. if searching for statement GOTO 10, it will also find (if there is one) GOTO 100, since it contains GOTO 10 in its line. Further 
instructions are in the program, as well as for the "merge" routine. This routine is very simple, and "stacks" the programs on top of 
each other. Both routines will stay in the computer until it is reset by SYS64824 or SYS64802 or it is switched off. 

1 F'0KE36S7y .. 1 25 : PR; I NT " :M*&iiir' F' .[ HJJ ■ UT I L I TV " : PR I NT " SJi»•9^ ■■ 

2 PRIHT":(!li|irrHI3 PR'JGRf^M IS USED 9110 FIND hHV VhRIhELES bWORHS OR STflTENEHTS" 

3 PR I NT "WIN H PROGRRn LISTING. 

4 PRINT":i!*FlLL 'r'Olj HRVE TO HO fJIS CPERTE R LINE THRT KlIS THE FIRST' IN R :iifF'R 
OGRRM -",; 

5 PRINT" LIKE THIS" 

6 PRINT"Wa_INE NO, VRR/WOR/SlH" 

7 PRIHT":(!»Si»iiFRESS RNV KEV",. 
S P0KE19S.. e^WRITlSS.. 1 

y pp: I NT " :i?r*i»»i-- p- 1 nd ■- ot i l. i jw " ^ pf: i f-it " SiiUBi -■" 

10 PRINT":iff*:G. Bl SC ':« ORn 1 HULLO" 

11 PRINT"MI-1ND THEN TVPE" 

12 PRIHT"»llifS:«3VS 673 

13 PRINT":P»lBffH LIST OF HUriBERS KWILL RPPERR WHICH RRE :B!rrHE LINE NUMBERS THRT W 
VOUR ".; 

14 PRINT" (VHR.'WOR/STR) IS .«IN., THE LINE VOU MRDE sERN THEll BE DELETEIL " 

15 PRINT":B!»iliirsf:jRESS RNV KEV",: 

16 POKElyy.. o^URiTiys.. i 

1 7 PR I ITF " :ii!!J*»i!- riEFiGE - UT I L I T't' " : FT? I NT' " SaiiBJ— --■- " 

18 PRINT"MiiTHIS IS USEJJ TO NERGEWrWO ERSIC PROGRRMS WftOGETHER. HOWEVER.. THEREM 



19 PR I NT "RRE CERTRIN LIMITS :": PR INT" SftCrjl THE PROORRM MUST :!!ffiE TOTRLLV ERSIC. 

20 PR I NT "SHE THE SECOND PROGRHM WIUST HRVE HIGHER :p!LINE NUMBERS THRN" 

21 PRINT"«t&l[«THE FIRST, " .: 

22 POKE 1 53 .. : Wfl I T ]. 98 .. 1 : POKE 1 93 .■ O 

23 PR I NT " 'JfJ*1HH MERGE UT I L I TV " : PR I NT " Sniilil -" 

24 PRINT":e!*)ilHRVE THE PROGRAM WITHWFHE LOWER LINE NUMBERSWIN MEMORV RND THEN" 

25 PRINT":B|!n"VP£r:| SVS 560" ^ PRlNT";pail«tTEXT LORD THE SECOND ;bPRRT OF THE PROGRRM !>} 
RND TVF'E r«3'T"5 580 

26 PRINT":f!9llTHE NEW PROGRRM CRN MTOW BE LISTED OR SRVED 

27 PR I NT " r*»i»PRESS RNV KEV " :■ ■ POKE 1 98 .. 8 : Wfl I T 1 98 .. 1 : POKE 1 9S .. , 

23 PRINT"::^* LORDING MRCHINE CODE " : PRINT"»»FOR •FIND- ROUTINE" 
29 S=PEEK ':: 43 > +256*PEEK ( 44 > +4 : H= I NT ( 37256 > : L^S"256*H 
3 F R R = 6 F; T i;i 7 6 4 : R: E R D B 

3 1 I FB=99yTHENP0KER .. L : R=R+ 1 : POKER .. H : G0T033 

32 POKER.. E 

33 HE>a'R 

34 PR I NT "MS* LORDING MRCHINE CODE " :pRIHT"»»FOR -MERGE-' UTILITV" 

35 FORC^^560TO591 : RERDD : POKEI .. D : NEXT 

36 PRINT":[!»r:(rHESE ROUTINES WILL MSTRV IN MEMORV UNTIL mHE COMPUTER IS TURNEDW 
OFF. " 

37 END 

38 REM 

39 REM ************** 

40 REM *FIHD ROUTINE* 

41 REM ************** 

42 REM 

43 DRTH234 .. 166.. 43 .. 1 :34 .. Ci .. 1 66: ,, 4-4 .. 1 34 .. 1 .. 1 60 .■ 3 .■ 200 .. 1 .-'7 .. .. 205 .. 393 .. 240 .. 26 .. 20 1 .. .. 203 .. 244 .. 
1 60 .. 

44 DRTR 1 77 .. .. 1 33 .. 2 .. 200 .. 1 77 .... 1 33 .. 1 .. 1 65 . 2 .. 1 33 .. .. 5 .. 1 .. 20 1 .. .. 208 .. 22 1 .. 36 .. 1 32 .. 2 .. 1 62 .. .. 232 .. 2 
00.. 189 

45 DRTR999.. 201.. 240.. 6.. 209.. .. 240.. 243.. 208.. 16.. 160.. 2.. 177.. .. 170.. 200.. 177.. .. 32..205.. 221 .. 169 

46 DRTR 32 .. 32 .,210 ,. 255 .. 1 64 .. 2 . 1 84 .. 80 .. 1 82 .. 234 

47 REM 

43 REM*************** 

49 REM*MERGE ROUTINE* 

50 REM*************** 

51 REM 

52 DRTR 1 65 .. 43 .. 1 66 .■ 44 .. 1 33 .. 25 1 .. 1 34 ..252.166.. 45 .. 202 .. 202 .. 1 34 .. 43 .. 1 66 , 46 .. 1 34 ,. 44 .. 36 

53 DRTR234 .. 234 .. 234 . 1 65 . 25 1 .. 1 33 .■ 43 .. 1 65 .. 252 .. 1 33 .. 44 .. 96 .. 
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SOFTWARE INPUT 



SEGA 

Sprite Pattern Generator 
Stuart McLachlan 
NAPIER 

This program allows the user to draft a sprite shape and obtain a pattern statement for it. It can then be displayed on the graphics 
screen and then modified if required. The instructions to operate the program are contained in it. No doubt many readers will wish 
to leave out the REM statements to save time, the program will run without them, but I would advise anyone doing so to make a 
note of the remarks in lines 40 and 50. 

At the end of the listing is a sample of the printout obtained for a sample sprite when a printer is attached and line 510 is 
amended in accordance with line 50. 



10 REd. SPRITE PATTERN GENERATOR 
20 REn.BY STUART NCLACHLAN, J AN 1 983 
30 REn. Program to drau sprite usino bl 
ock graphics anc then con'-jert to pa.tte 
rn statements 



40 REn„ ^or 
me 9 0/2 then 
of a V au 1 n 9 
50 REH, M pr 
.Py at end of 



[lag 1 .-^3 9 r d.D h ; c s . I f using 
only use top left quadrant 
area. 

Inter at t ached , i ns er t ;'-lCO 
Line No 510 



60 REN Uar ,ab Les -LOOP COUNTERS C A, B 1 ,-rU 
RSOR LOCATIONSCX, Y] ,JOYSTirKfS] ,TRIGGE 
RCT] ^SUBSCRIPT UAlUESCE,F] 
,20 REn START OF TEXT URAflCD] j UALUE OF 
BLOCK :_OCATIONCUPnDEC UAlUE OF BLOCK 

groupcp];hex ualUE of block GR0UPCP$] 

80 REn Instructions DLspiay 

90 ClS : PRINT '^SPRITE PATTERN GENERATO 

R'^ 

100 PRINT '■ 

110 PRINT^PRIN^'^USE ^HE JOYSTICK TO DR 

AU A SPRITE. ■■ 

120 PR1NT"THE LEFT HAND BUTTON ERASES 

BLOCKS AND SHOWS THE CURSOR LOCATION" 

130 PRINT "WHEN YOU ARE HAPPY WITH YOU 

R DESIGN, " 

140 PRIN" 



150 PRINT ' 

lERN CODES 

NTED" 

160 PRINT ' 

OS" 

170 

180 

190 

200 



^PUSH THE RIGHT HAND BUTTON. 

'AFTER A PAUSE, THE FOUR PAT 
FOR YOUR SPRITE UIIlL BE PRI 

MT WILL TAKE ABOUT 20 SECON 



PRINT 

PRINT "PRESS ANY KEY TO START" 

IF INKEY$--^" "THEN190 

REh Spr 1 t e Or aw 1 n g 



2 1 D I HP C 3 , 1 6 ] : D I nP$ C 3 , 1 6 ] ." D I nUP C 1 5 D 

220 CLS 

225 CONSOlE0,24 

230 S=STICKCn :T--STRIGf 1.1 

240 X=X-CS>1ANDS<5]^ rs>5ANDS<:9] 

250 Y=Y-CS>3ANDS<7.1i-rS---10RS--20RS--8.1 

260 IFX<0THENX=0 

270 IFY<0THENY-:=0 



280 IFX> 15THENX--=15 

290 IFY.> 15THENY^15 

300 CURSORX, Y ;prINT" " 

310 IPT--:iTHrN|CURSORX, Y^PRINT " '■ 

320 IFT>1THENBEEP.^CURSOR0,22 ;PRINT "WA 

II WHILE I CALCULATE" :&0T0 350 

330 GOTO 230 

340 REM Loop-s to read desired blocks 

350 D-&,-H3C02 :E--0^P-0 

350 FORA-0TO280STEP40^GOSUB 610 

370 F---^P^2^ NEXTFi ;E-1 ;P-0 

380 FORA-320TO600STEP'i0;GOSUB 610 

390 F---Fh2^ NEXTn ;E-^2 ^--0 

400 FORA-0TO280STEP<a0:bOSUE 700 

4 10 F-^F + 2 .NEXTA -E--3 :P-0 

420 FORA-320TO600STEP^0^b9SUB 700 

430 F---P + 2 : NEX"rA 

440 REM Con-v^ert groups from dec to nex 

"^50 FORA--^0TO3 :A$CAY"-" " : pORB--^0TO 1 5 

460 P-$f A, B]--=HEX$rPrA. Bl .1 ; A$ ^ A 1 -.^A$r A H-p 

^rAjBl -NEXTB ;NEXTA 

^70 REN Pr int hex coaes 

480 CURSORS, 17 

490 FORA-0TO3;PORB-0TO15 

500 PRINT P$CA, Bl , 

510 NEXTB ^PRINT ^NEXTA 

515 FORA = 0TO3 ;PATTERNSi*A, A$CA1 -NEXT 



END" 

REDRAW" 
NEW SPRITE" 
DISPLAY SPRIT 



520 CURSOR17,0;PRINT"1 

530 CURS0R17, 1 ; PR I NT "2 

540 CURS0R17, 2 -PRINT "3 

545 CURSOR 17, 3: PR I NT "d 

E"' 

550 C0NS0LE21 ,3, ;CLS 

560 CURSOR0, 23. INPUT"SELECT NUMBER" ;A 

570 IFA>4ORA<1THEN550 

590 ONAGOTO770, 225,220,780 

600 REM Reads blocks and 1 in binary 

610 FORB^0TO7 :UP C E ] ^^UPEEK CD-A-B T 

620 IFUPfE]-2290RUPrP]::::42THENUPCP')-l :U 

P0KECD-!-A-P],d2 iGOTO 640 

630 UPrBI-0 

640 NEXTB 

650 REM Concerts binary to dec 
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(OMl'lTKR 



REVIEWS 



The NZ Microcomputer Club (inc.) 
proudly present's... 




The 5th NZ Microcomputer exhibition 



NEW PRODUCTS • DEMONSTRATIONS 



DOZENS OF DIFFERENT COMPUTERS 



AUDIO-VISUAL DISPLAYS 



ROBOTS 'USER GROUPS 



^JS^ 




AUCKLAND SHOWGROUNDS 



tickets $2 -family group $5 



SOFTWARE INPUT 



660 PCE,^] = CUPC0]*8] + rUPC13*'3O4 fUPCl ]* 

2]+UPf3] 

670 PCE,f^^■l.l = fUPC4U8 3 + ^UPC5]*4] + rUP^6 

]:^2]^UPC71 

680 RETURN 

690 REM Rea.ds blocks 2 a,nd 3 

700 F0RB = 8T015:UPCBD--UPEEKCD+^hB1 

710 IFUPCB]~-229GRUPCB]=42THENUPCB] = 1 ^U 

P0KEfD + f^-^B],42:G0T0 730 

720 UP[B]=0 

730 NEXTB 

740 PCE,'^] = CUPC8].t8] + CUPC9]*4] + ruPC 10] 

*2]+UPCl n 

750 PCE,^+1 ] = CUPC 123*8.1 ^rUPClG. 1*4] + C UP 

C14]*2]+UPC15] 

760 REIURN 

770 CLS:END 

780 SCREEN 2,2:ClS :ri!^Gl 

790 SPRITE0, f 100,951,0, 1 

795 FORf^=lTO1000:NEXT 



tt tt 

\i^ nX* nL^ vL* "^ N^ "^ ^/ ^1/ ^ '^ ^" ^X* 

-^ -^ -^ /^ -^ -^ *^ /^ *^ *^ -^ -T^ -T^ 

.^*)|(*******-* 
* * * * * 
** * ** 
*********** 

"^ ^t* *^ "^ '4' 'i'' "^ 'i' y 

.-f. ."Ts ,T^ .-X^ -T- -T^ ■'T' T> ■■?* 

M(** *** 

o^ %V ^1^ ^^ ^/ "^ 
-^ *^ .^ '^ '^ *^ 

O^ \1/ \i/ O^ ^> \^ ^ 

-T* ."fi .■fv -T^ ^ .T> ■T' 

***** 



796 nFlG3:FORPi=lTO1000:NEXT 
800 SCREEN 1 , 1 :GGTO560 



0018181P0F0C0C0F 
0707070301000000 
000303FFFE4646FE 
FC1C1CF8I^0000000 

WAIT WHILE I CALCUL-^iTE 



SPECTRUM 

Times Table 
Richard Ingram 
BIRKENHEAD 



This program is intended to teach Times Tables. 

The program has all the instructions needed. It is best to save the program with "Save 'Name' Line 1 ." This can be used with any 
program and auto runs it once loaded. 



BORDER 7; CLS 

PRINT AT 0,a3;"M E N U" 

' "1 Display t i wes 



'2 
■•3 



Test 
Test 



on 
on 



t 

any tab 
a pa r t i 



1 

lO 

20 PRINT 
ables" 

30 PRINT ' 
les " 

4.0 PRINT ' 
c u l a r table" 

4.2 PRINT ' 
RETURN YQU 

4-5 PRUSE 

50 LET a$=INKEY$ 

60 IF a$="2" THEN 

70 IF a$="3" THEN 
2000 

S0 INPUT "PLease enter the tim 
es table youwish to learn ";t 

85 CLS 

S7 PRINT RT 0^9; t;" times tab I 



• PRESSING "M" WILL 
TO THE MAIN MENU" 



GO TO 
CLS ; 



1O00 
GO TO 



88 
90 
100 
110 
120 
130 



150 
1000 
i mes 
1005 

1010 

1020 
1025 
1030 



PRINT ' ' 

FOR f=0 TO 12 

PRINT fi" X ";t;" = ";f*-t 

NEXT f 

IF INKEY$ = "rf>" THEN RUN 

PRINT RT 21,0; "Press "fl" to 
enter another table" 
14.0 IF INKEY* = "a" THEN GO TO 80 

GO TO 120. 

PRINT AT 0,©;"Te3t on the t 
tables" 

CLS 

LET a=INT (RND*13) 

LET b=INT (RND*13) 

IF INKEYS="lft" THEN RUN 

PRINT AT I0,9;a;" x "; b; " = 



104-0 

es ■^ ' 

1050 
1051 
1052 
1055 



'Please enter 



your gu 
900© 



INPUT 

•;g 

IF g=a*b THEN GO SUB 
PRINT RT 10,21; a *b 
IF g=a#b THEN GO TO 1053 
FOR f=0 TO -2© STEP -1: BEE 
P . 02 ^ f : NEXT f 

1060 PRINT RT 17,0; "Sorry that i 
s UiRONG. The correct answer is " 
; a #b 

1061 PRINT RT 10,21; a *b 
1063 PRUSE 

1065 IF INKEY*="m" THEN RUN 

1070 GO TO 1000 

2000 PRINT RT o, 6; "Test on a P3r 

ticular times table" 

2010 INPUT "Please enter the tab 

le you wish to be tested on ";t 

2020 LET a=INT (RNDs-13) 

IF INKEY$="m" THEN RUN 

CLS 



2025 
2030 
204.0 



PRINT RT 10, 10; a;" x ";t;" 

2050 INPUT "Please enter Mour gu 
ess ";g 

2055 IF INKEY$="m" THEN RUN 
2060 IF g=a*t THEN GO SUB 900O 
2065 IF g=a*t THEN GO TO 2020 
2070 FOR f=l TO -20 STEP -1: BEE 
P .01, f: NEXT f : PRINT RT 15,©;" 



The correct 



Sorry that is WRONG. 

answe r is " ; a *t 
2080 PRUSE O: GO TO 2020 
9000 FOR f=l TO 30: BORDER INT ( 
RND*8.1 : BEEP .&l,f: NEXT f 
9010 PRINT RT 5,10; FLASH l;"Cor 
rect": PAUSE 0: RETURN 
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SOFTWARE INPUT 



VIC20 

Defender 
Tim Davey 
PORIRUA 

This is a program for the Unexpanded VIC20. It is a type of defender scene. 
It asks for a speed at which to move a ship, 1 being the slowest. It can easily be 
made to work on the Commodore 64. 



P0KE36S79.24 

print":t 

INPUT"SPEEri"jri 

PR I NT "IT 
PRINT">Sni«_." 
Fi:iRK= 11070 
PRINT"S!i« III" 
Pi:iKE36378. 15 
POKE36S77.220 
F0RT=1 tod: NEXT 
NEXTK 



5 



10 

15 
20 
30 
40 
50 
60 
70 

100 
110 

HI 
112 
115 
120 



P0KE36877.. 
PR I NT " MiSliilliiiiiiWriEFEHDER* ia-H-_" 
PRIHT")!MBMWSlS 

PR I NT " :«?L'---.y\._/--xy~'v---' •■■w--\„" 

PRINT"i«!!»a!S3 

FORT=lTn5000:NEXT 

RUN 



THE N.Z. 

COMPUTER 

GAMES CLUB 



CALLING ALL HOME 
COMPUTER and 
HOME VIDEO GAMES 
SYSTEM OWNERS 



MEMBERSHIP OF THE N.Z. COMPUTER GAMES 
CLUB MEANS YOU CAN: 



1 . Hire computer and video games to try in your home 
before purchasing. 

2. Hire games on a weel<ly basis at a fraction of their cost 
and exchange for different games when you wish. 

3. Purchase games by mail from the largest selection in 
N.Z. at discount prices. 



Fill In The Form Below For Details Of Cost, Titles Available Etc. 



Post to: THE N.Z. COMPUTER GAMES CLUB, 

P.O. Box 93, Rangiora. Phone 6200 Rangiora. 



Name 
Address 



ATARI 400/800 

ATARI CX2600 

APPLE 

C64 



SYS80 
TRS80 
PET 
SEGA 3000 





VIC 20 




SPECTRUM 






ZX81 




WIZZARD 






FOUNTAIN 




TUNIX 






VZ200 




BBC 





SPECTRUM 

COMMODORE 64 

VIC-20 

OBC 

Software 



Over 100 titles available from the 

follow leading British Software 

Houses 

(watch out for their ads in o/seas mags) 

Software House Top Selling Title 



Legend 

Bug-Byte 

Mikro-Gen 

Artie 

Automata 

R&R Software 

Tasman 

Phipps Assoc. 

Carnell 

Image Systems 

Cambell Systems Masterfile 

Comp. Rentals LtdGlug Glug 



Valhalla 
Manic Miner 
Mad Martha 
Bear Bower 
Pimania, Groucho 
Gnasher, Star Trek 
Tasword II 
The Forest 
Black Crystal 
Spelling Bee 



NEW RELEASES 



SPECTRUM 

Valhalla — Legend 48K $49,95 

St Bernard — Carnell 48K $34.95 

Dominoes — Phipps 1 6K $1 9.95 

SAS Assault — Mikro-gen48K $24.95 

Cavern Fighter- Bug Byte 48K $24.95 

COMMODORE 64 

Twin Valley Kingdom — Bug Byte 

$34.95 

Valhalla — Legend $49.95 

Derby Day — CRL $29.95 

Omega Run — CRL_ $29.95 

VIC-20 

Cosmiads — Bug Byte $24.95 

Panic — Bug Byte $24.95 

Chess — Bug Byte $24.95 

Gammon — Bug Byte $24.95 

BBC 

Pimania — Automata $24.95 

Test Match — CRL $29.95 

Old Father Time — Bug Byte $34.95 

Cit Defence — But Byte $29.95 



Selected titles are available at 

Whitcoutis and leading retailers 

througiiout New Zealand or order 

direct by enclosing ctieque/postal 

order to: 



Software Supplies 
P.O. Box 865 Christchurcti 



FUll catalogue available be sending 

S.A.E. to above address. 

Trade Enquiries Welcome. 

NEW: Centronics Interface for 

Spectrum by Tasman (UK). 

Fully compatible with Tasword II and 

Masterfile. 
Ribbon Cable and Software supplied 

ONLY $199 
Catalogue available on sending S.A.E. 
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Trade 
inquiries 
welcome 



"The 3D expert MALCOLM EVANS" 



Escape for 16K Spectrum 
'One of the best and most original 
games we have seen for the 
Spectrum' Sinclair User 



3D Monster Maze for 16K ZX81 

'Brilliant, Brilliant, Brilliant...' 
Popular Computing Weekly 
3D Defender for 16K ZX81 
'Another 3D Winner' Sinclair User. 



Corridors of Genon for 48K 

Spectrum 

Knot in 3D for 48K Spectrum 

'the most outstanding thing you' 

see for a long time' Popular 

Computing Weekly 



3D Tunnel for 16K/48K Spectrum 
'A masterpiece of programming' 
Computer and Video Games. 



and new 'Trashman' in 3D 
compatable with interface and Joysticks. 



Time Scape 'Wild West Hero' 

Up to 80 moving characters on the Screen at one time. 
Quoted as: Better than ultimate games. 



Plus our other Quality games. Available from your local Sinclair agent 
i' not write direct to: 




I 






P.O. Box 80-075 Auckland 7. 
See us at the Microcomputer Fair [Stand 52] 



IF YOU LIKE THE COMMODORE 64 
You'll Love The Spectravideo SV 328. 




SV328 PERSONAL 
COMPUTER 

Whilst the SV-318 is the home 
computer "with everything we have 
been waiting for," the SV-328 fills 
another important niche. The SV-328 is 
specially designed for the advanced 
home computer used as well as for 
small business applications. 



32l< ROM Expandable to 96K 

80K RAM expandable to 144K 

Built-in SV Microsoft Extended BASIC 

Full numeric keypad 

Z80A Microprocessor (3.6 MHz clock) 

Built-in CP/M Compatibility 

Full-Stroke Professional Keyboard with 

89 Keys 

10 User-Definable Functions 

16 Colours 

3 Sound Channels, 8 Octaves/Channel 

Programmable A.D.S.R. Envelope 

Top loading cartridge slot 



GOTO SYSTEMS 1990 

313 GREAT SOUTH ROAD, PAPAKURA. 
, TELEPHONE: 298-6317 

STOCKISTS OF 

* COMMODORE • COLOUR GENIE * SPECRAVIDEO 
* SINCLAIR SPECTRUM * ALL PHERIPARALS 



42 COMPUTER INPUT — May 1984 



CLUB INPUT 



MSX/SPECTRAVIDEO COMP. CLUB 

(New Zealand) 
P.O. Box 22-620, Otahuhu 

The inauguration of the above-names club took place on March 21st at the VHF Clubrooms, Hazel Ave, Mt Roskill. 
The organizers of the club were pleasantly surprised by a very large attendance and if the present trend continues, we may have 
to look for more spacious clubrooms. 

The objects of the club are to help the owners of Spectra Video and anyone interested in programing in MSX Basic. 
The club will meet on the 3rd Wednesday of each month at 7.30 p.m. in the VHF clubrooms, Mt Roskill. 



BUY 

- SELL - 

SWAP 

If you have software, hardware or 
anything else to do with computers that 
you would like to buy, sell or swap, 
then drop us a line and give us the 
details and we will put it in this section 
free of charge. On any correspondence 
please give full name, address and 
phone number and send it to - 



BUY - SELL - SWAP 
FREEPOST 671 
P.O. BOX 39-278 
AUCKLAND WEST 

and remember, no stamp needed!! 



FOR SALE: Dick Smith Super 80 
home computer, full sized keyboard, 1 6K 
RAM, built-in basic, stacks of programs 
including Dungeon Dilemna cassette 
— $100. For further details contact: 

Vance Murdoch, 89 South Rd, 

New Plymouth. 

Phone: 510-031. 



FOR SALE-SWAP: Two game 
cartridg for the Wizzard Computer. 
Tennis and Planet Defender — $30 each 
or swap for different game(s). Ring before 
Nine O'clock each day during the week. 

Greg Kroon 
AUCKLAND 
Ph: 679-585 



FOR SALE: 16K Rom pack for the 
ZX81 - $65. 

C. p. Smith 

98 Main Rd 

TITAHI BAY 

Ph: 368-482 



FOR SALE: "Gridrunner" game 
cassette for the Unexpanded VlC-20 

WANTED TO SWAP: 3 VIC-20 Un- 
expanded games. Contact: 

Chris Ryder, 207 Tiro Tiro Rd, 

Levin. 

Phone: 84-312. 



FOR SALE: 2V^-year-old Sanyo colour 
TV, specially converted for videos. 
Suitable for use as high quality monitor 
— $650 ono. 

David Stevens, 16 Archibald St, 

Dunedin. 

Phone: 44-242. 



FOR SALE: Mattel Aquarius colour 
and sound, complete with mini-expand- 
er, two games controllers and game 
cartridge. As new. — $325. 

David J. Eke 

RD9 

DARGAVILLE 




niChLEV Industries Lid. 

P.O. BOX 725 9, WELLESLEYST.. AUCKLAND. 



SOFTWARE UPDATE 

The latest software for Computers 

Commodore 64, Spectrum, Sega, VIC 20_. and ZX81 



^*t^ 



<^« 



.,<^" 



SPECIAL OFFER SPECIAL OFFER SPECIAL OFFER 

Members special discount prices. " 



» write now for membership form, giving details of your computer « 



Name.... 
Address 




See. P2?^ 4-*^ 
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Mail Order 
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RkChLEV kndusiries Ltd 

P.O.BOX 725 9, WELLESLEY ST. AUCKLAND. 
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" VIC-20 games" i^£i '^^^ i^^^*^^,J^<iV""^ 



The latest software for Computers 

Commodore 64, Spectrum, Sega, VIC 20^^ and^ ZX81 

RICHiLEV Ind.LW 

How to order 

Simply fill in the relevant sections 
on the order form Note that 

there is no postage or packing to 
pay on purchases. Please allow 
28 days for delivery. 

SPECIAL OFFER 

Members special discount prices. 

See Pt^^e \^ . 



*l enclose a cheque/postal order 

■Please charge to my Vlsa/Bankcard Expiry Date 

'Delete/complete 
as applicable L | 



I Signature 



J 



Mr/Mrs/Miss 



Address 



(Please printl 



rn^MMmn "mm ^asra,. 
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REWARDS 



^ 



If this letter is published it will be my 
third "Rewards" letter in consecutive 
issues of your magazine! I don't say this as 
something to be proud of, 1 would much 
prefer that such a column wasn't 
necessary in your magazine — although 
the $10 cheques are welcome! Suffice to 
say that I feel you have plenty of room for 
improvement. 

Anyway, down to the error that I've 
spotted. It occurs in my machine code 
scroll program for the Commodore 64 
that you included in the March '84 issue. 
Readers may have noticed an ominous 
looking gap at the bottom of page 35 
following the notes about the program. 
As the first twenty lines of code in the 
program were missing, and as the gap 
seems just about enough for twenty lines, 
I can only presume that somebody at 
COMPUTER INPUT has been somewhat 
careless. 

Anybody trying to run the program will 
have noticed that although it doesn't 
crash, "Example 8" just displays a few 
rows of very dull looking @ characters. 
This is because the dimensioning and 
initialisation of the arrays used in the 
example are in the missing lines. Also, any 
attempt to use the machine code in 
readers' own programs would have been 
hampered by the fact that the information 
required to use the machine code was 
also part of the missing code. Could you 
please include the missing lines in your 
April issue. One other very minor error is 
that in the notes accompanying the listing 
paragraph two should say ". . . just the 
screen characters or just the colours of 
both." 

On program listing legibility I found 
that Bruce Brodie's program on Page 40 
was too faded to read in several places 
and my own program on page 36 would 
definitely have benefitted from a better 
quality printer. It is important, especially 
in machine code programs, to have a very 
clear listing. Why couldn't both programs 
mentioned have been printed with a 
device such as that used for John Algar's 
program on Page 30. That was very clear 
— nothing should drop below that 
standard. 

Frank Topp 
WELLINGTON 

An unfortunate mishap in the 
March issue. Also the photo- 
graphs on Page 1 1 were com- 
pletely missed out (as well as 
the begining of your program 
on Page 35). 



Apparently, during the print- 
ing process, the film which 
carried both pieces of material 
was mislaid. Although we try to 
keep track of the production 
from go to whoa, there are 
some processes that are be- 
yond our control. 

Most other mistakes have, 
up to now, come from two 
sources: The first is type- 
setting. Proof-reading has 
straightened a lot out in the last 
few issues (as well as a new 
typesetter!). The second, unfor- 
tunately, we have very little 
control over Print-outs & copy 
received from our readers. We 
have been completely astound- 
ed by people claiming rewards 
from programs which were sent 
"as is" to us. 

Despite the excuses, we are 
contrinually trying to make sure 
the content of COMPUTER 
INPUT is accurate. Who 
knows? Maybe one day we may 
have an issue completely mis- 
take-free! 

ED. 



I spotted a mistake in your March iss of 
COMPUTER INPUT. 

Page 22, the article "The Sega and 
Machine Code" had an item missing from 
the data line. Line 50 should read: 
50 DATA &HCA, &HOF, &HAO, 
&HCD, &H00, &H24 

The byte inserted is the MSB of the 
JPZ instruction. 

Alan Telford 
HASTINGS 

I have spotted an error on Page 7 
"Eric's Answers" under the Sega SC- 
3000 in line 90. It should be 90 GOTO 
90. 

Jeffrey McAlister 
MT EDEN 

I have found a mistake in the keyboard 
debounce program on Page 19 of the 
March issue. Line 10 reads "10 for X 
&HBFE0T0 &HBFF2. It should read 10 
for X = &HBFEOTO &HBFF2. 

Alistair Webb 
TE HANA 



Sorry to gripe, but the C64 program on 
Page 40 of the March issue includes a 
couple of illegible numbers, in my copy 
anyway. 

N. Woollaston 
NELSON 



In the listing of "Parachute" for the 
SEGA SC-3000 in the March issue, the 
end of line 90 reads "ON A GOTO 100, 
110,1 20" where actually there is no line 
110 printed in the magazine. 



Andrew Selby 
WOODEND 



I have discovered a mistake in the 
listing for the "Parachute" game in your 
March issue. It is that line 1 1 is missing. I 
assume it should be there because in line 
90 there is a GOTO 110 statement. 
Looking forward to a reply. 

T. Swain 
CHRISTCHURCH 



It appears Brian Brown did in- 
clude a line 110 on his original 
listing, then, however, he "twinked" 
it out, leaving the gap between the 
lines and the reference in line 90. 
To rectify the situation, either 
delete the reference to line 110 in 
line 90, or add the following line. 



110 IF2<1THEN2-31 



ED 



Congratulations! 

$5 on the way to you all! 
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ERROR COMPETITION 



TEE SHIRT SALES 



The prices are as follows: 

Price Price 


Size 

22-32 
34-38 
40-44 


(Sub) 

$ 9.00 
$11.00 
$13.00 


(Non-Sub) 

$10.00 
$12.00 
$14.00 


The choices 


arc: 




A. COMPUTER INPUT - 


■New Zealand's 


tastiest byte. 

B. COMPUTER INPUT 


— love at first 


byte. 

C. COMPUTER INPUT. 





^O 



a 



1^^ 



^a 



.o^^ 



^^^. 



So our competition to finci the 
deliberate error in COMPUTER INPUT 
continues. (Again NOT in the program 
listings). 

The prize for finding the error is: A 



We will increase the choices as 
demand increases. 

Please include your name, address, 
phone number, chest syze, choice of 
colour and choice of wording (A, B, C) on 
all orders. 



DICK SMITH 

VZ200 




computer system worth a total of 
$450. 



SEGA WINNER RECEIVES PRIZE 




MR P. E. HUGHES the winner of the "Computer Input Is . . ." competition gets to grips with his new SEGA SC-3000 at 

COMPUTER INPUT. 



FOR EXISTING 
SUBSCRIBERS 
ONLY 



We continue this month with the Comp 
etitions Competition!! All you have 
to do is to tell us what kind of com- 
petiton's you'd like to see in Computer 
Input and what kind of prizes should be 



offered. The best ideas will be award- 
ed "Computer Input" tee-shirts (also, 
should your idea for a competition be 
accepted - you won't be eligible to win 
it.) 
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Each month a Program of the 

Month will be chosen from those re- 
ceived that month. This puts the author 
in the running for Program of the Year, 

the overall prize for which is yet to be 
announced (and guaranteed to be 
worthwhile). 

Each program will be judged on 
graphics, sound, setting out, playing 
levels and so on. Obviously the com- 
puter used will be taken into account. 



PROGRAM OF THE MONTH 



April '84 goes to DEREK RICHARDS 
of PAPAKURA for his "Thunderbird" 
program for the Commodore 54. 

The "Program of the Year" entries so 
far are: 

PETER McCARROLL, LOWER 

HUT — DEC '83. 

PAT POLAND, TE AKAU — FEB '84. 



PAUL BONNINGTON — MAR '84. 
DEREK RICHARDS, PAPAKURA 
— APR '84. 

By the looks of things, someone's 
going to have a brand new computer 
system next Christmas!! 



BRAIN TEASER CROSSWORD 



Just fill the Crossword of computing 
jargon in and send it to us — fast! 

The first correct entry received will win 
a software package for the sender's 
computer. 
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Please, on any correspondence to 
"Computer Input" state exactly what 
section the material is intended for. i.e. 
BRAIN TEASER, TEE-SHIRT COM- 
PETITION, CLUB PAGE, SPEC- 
TRUM INPUT ETC. We have receiv- 
ed a number of programs and have not 
been sure whether they were for the 
software section or competition. So 
please designate clearly what your 
material is for. 



As usual the address is: 



ACROSS 

1 A command which moves cursor 
down one line or to move paper up 
(8) 

2 Universal code (5) 

3 Command to proceed to another 
line (5) 

4 A small computer based on a micro- 
processor (13) 

5 You won'tsee this on a black or white 
TV (6) 

6 The part of the computer that stores 
information (6) 

7 A representation of a command (5) 

8 Adevice with which you can view the 
video output (7) 

9 The Baud is the speed at 

which the computer processes in- 
formation (4) 

DOWN 

1 A command to get a print out (5) 

2 What you type into the computer (7) 

3 There are two types of these, mathe- 
matical and string (8) 

4 To edit a mistake in a line (5) 

5 Abreviation command to wipe the 
screen (3) 

6 A device which gives you a hard copy 
(7) 

7 Without statements 

the computer doesn't know what to 
do (7) 

8 You use the keyboard to 

the computer (7) 

9 Device which produces a hard copy 
of graphics (7) 

10 Commands such as Renumber, Auto 

and Trace are common in a 

(7) 

11 Command to commence program 
(3) 
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COMPUTER INPUT is YOUR 
magazine! 



48 COMPUTER INPUT - May 1984 



WHAT'S YOUR GAME? 

ALPINE BRINGS YOU THE WORLD'S 

BEST SOFTWARE 



LITTLE WIZARD/MICROFLEX (USA) 

REBEL DEFENDER (VIC) 
ULTIMATE TANK (VIC & 64) 
CHIMP CHASE (VIC) 
COSMIC CRYSTALS (VIC) 
BLASTEROIDS (VIC) 
»CRIBBAGE(VIC&64) -^ 
ASSEMBLER/EDITOR (VIC) 
VIC AMORTISATION (VIC) 
VIC TRIP & PARTY PLANNERS 

'^rnrZ M^^TP^ft/ir n RZi SPECTRUM GAMES 
STOCK MASTER (VIC & 64) gp^^^ INTRUDERS 

TRONIC CYCLE (VIC & 64) 



TERMINAL (UK) 

SCRAMBLE 
GET LOST 
REVERSI/LINE UP 4 
GRIDDER 

METEOR BLASTER 
TERMINAL INVADERS 



SUPER SPRITE (64) 

PHOTOTRONICS(UK) 
BLACK GOLD (64) 
HOLOCAUST (64) 
GLOBETROTTER (64) 
BANANA REPUBLIC (64) 
ARMAGEDDON (64) 
LOST IN SPACE (64) 
BOMBER (64) 
NINE LIVES (64) 

I.J.K. (UK) 

STAR TREK (BBC) 
CANDY FLOSS (BBC) 
HANGMAN 
KRYPTOGRAM 
DICE 
BEETLE 

GRAND NATIONAL 
MUSIC (BBC) 
MUTANT INVADERS 
BREAKOUT (BBC) 
BEEP- BEEP (BBC) 
BEEBMUNCH (BBC) 
SUPER HANGMAN (BBC) 
3D MAZE (BBC) 
FLAGS (BBC) 
HYPERDRIVE (BBC) 
INVADERS (BBC) 
ATLANTIC (BBC) 
STRATOBOMBER (BBC) 
LEAP FROG (BBC) 
PONTOON AND PATIENCE 
5-A-SIDE SOCCA (BBC) 



METEOR STORM 

THE CHESS PLAYER 

EASYSPEAK 

TIME GATE 

MINED OUT 

TRADER 

A WORD PROCESSOR 

ASTRO BLASTER 

ASTRO BLASTER 

FRENZY 

VIC 20 GAMES 

TORNADO 

SKYHAWK 

SUBSPACE STRIKER & ZOR 

TRADER 

STAROUEST & ENCOUNTER 



SPECTRUM ZX81 

VIC 20 

COMMODORE 64 

DRAGON 32 

DOC 



QUICKSILVER 
ZX81 GAMES 

CROAKA CRAWLA 

MUNCHEES 

GALAXIANS & GLOPS 

SUBSPACE STRIKER & ZOR 

TRADER 

STAROUEST & ENCOUNTER 

PIONEER TRAIL 

DAMPER & GLOOPER 

COSMIC GUREILLA 

OCEAN TRADER 

BLACK STAR 

OS DEFENDA 

OS ASTEROIDS 

OS INVADERS 

QS SCRAMBLE 

PURPLE TURTLES 

AQUAPLAN (64) 

RING OF POWER 

QUINTIC WARRIOR 



HARVESTER & BRAINSTORM THE GENERATORS 



PIXEL POWER 

ATARI PROGRAMS 

MAGIC WINDOW 

BBC PROGRAMS 

MINED-OUT 
MUSIC PROC. 
WIZARD 
PROTECTOR 

DRAGON GAMES 

MINED OUT 

SIMON HESSEL(UK) 

TRAVEL GAME (BBC) 
INHERITANCE (BBC) 
G.B. LIMITED (BBC) 



BEEB-ART 
BUYABOO 
TRIUXX 
GRID RUNNER 
ANT ATTACK 
SYNTAX (CANADA) 
CYCLONS 64 (64) 
CYCLONS (VIC) 
CRITTERS (VIC) 
TANK WAR (VIC) 
CRABS (VIC) 

ROMIK SOFTWARE 

SWORD OF HRAKEL 
PEDES AND MUTANTS 
QUADRANT 
ALPHOIDS 



ROMIK (UK) 

MULTISOUND SYNTHESIZER (VIC) 

TIME DESTROYERS (VIC) 

MOONS OF JUPITER (VIC) 

SEA INVASION (VIC) 

SPACE FORTRESS (VIC) 

MIND TWISTERS (VIC) 

STRATEGIC COMMAND (DRAGON) 

SUPER NINE(ZX81) 

MARTIAN RAIDER (VIC) 

SHARK ATTACK (VIC) 

ANIROG (UK) 

KRAZY KONG (VIC) 

ZENO II (VIC) 

GALACTIC ABDUCTORS (VIC) 

FROG RUN (VIC & 64 & SPECTRUM) 

CRAWLER (VIC) 

DOTMAN (VIC) 

CAVERN FIGHTER (VIC & 64) 

PHARAOH'S TOMB (VIC) 

ZORKS KINGDOM (VIC) 

TINY TOTS 7 (VIC & SPECTRUM) 

GAMES PACK 1 (VIC) 

GAMES PACK 2 (VIC) 

SLAP DAB (VIC, SPECTRUM) 

MOON BUGGY (64) 

3D TIME TREK (VIC & 64) 

THE DUNGEONS (VIC) 

OUR OWN NEW ZEALAND 

MONOPOLY64 

DELTA RACE 

ERICS MATHS TUTOR 

PROWORD/64 WORDPROCESSOR 

BREAKEVEN C64 

DIG DUG (VIC) 

KNIGHTS QUEST (VIC) 

LUTHUATHIA RAID (VIC) 

CRICKET (64) 

PAINT PIC (64) 

MAC GAMES (UK) 

SPACE TRAVEL 

GAMES PACK 1 

ABERSOFT(UK) 

INVADERS (ZX81) 

MAZEMAN (ZX81 & SPECTRUM) 

ADVENTURE 1 (ZX81 & SPECTRUM) 

CHESS 1-4(ZX81) 

THE WIZARD'S WARRIORS (SPECTRUM) 



NEW ZEALAND PROGRAMMES FULLY SUPPORTED — ROYALTIES PAID 
AVAILABLE FROM YOUR LOCAL COMPUTER DEALER RIGHT NOW OR VERY SOON - 

(DEALER ENQUIRIES MOST WELCOME) 




Ipine Cnmpulng Lid 

P.O. Box 33-865 TAKAPUNA 



V 



WHAT GOOD IS THE 
LATEST TECHNOLOGY IF 



ur 


MDr^ IT^'j 


rL 


jKU 1 1 r 


m 




II 



Congo Bongo Champion T^finis Monaco GP 




The best technology at the best price. That's 
he Sega promise. So, if you want to icnow what 
jftate-of-the-art really means, familiarize yourself 
vith the new standards of performance set by $ega. 



Because the Sega SC 3000 
is a computer, not just a video 
games machine, its other diverse uses 
ude beingan invaluable educational tool, 
eans of cTeaave—expressie nr - Eve H-an — 
indispensible financial organiser. 

Imagine how much more readily children will 
study their school subjects with the help of the SC 
3000. Or how inspired any enthusiastic artist will be 
by the musical and 16 cAour, graphic cartridges 
available. \ 

And your Sega SC BOOO can grow with your 
family's changing needs, laystick, printer and 
cassette deck are just some of its many low-cost 
expansion capabilities. 



A. 



The latest Sega SC 3000 will keep the tamlly 
entertained for hours with its vast selection ofi 
arcade games. Enjoy the challenge of these thrilling 
games, recreated on your own TV screen with * 
colourful, high-definition, quality graphics. 

The streamlined keyboard ensures thei 
easiest operating ever for those itchy trigger fingers. 
And if all the famous arcade games aren't har^ 
enough, you can even programme your own. 



Seeing Is believing, 
computer without seeing i 
ivinced 




don't buy a home 
Sega SC 3000 first, 
need look no further. 



HOIVIE COIVIPUTERS. 



SPECIFICATIONS 

32 independent sprites 
48K expandable memory 
'1— I6K video ram 
— screen text 38 x 24 



THE BRAINS OF THE FAMILY. 



